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You are familiar with the 
War of the Lions, no? It was 
a bitter war of succession 
that rent the land of ivalice 
in two. Here we first find 
mention of Deliia Heiral, a 
hithertofore unknown young 
man, the Hero who would 
draw the curtain on this 
dark age of history. 

His is a heroism of great 
renown—a story familiar 
to all who dwell within ourj 
land. Ah, but what the eye! 
sees is oftentimes a mer ej 
fragment of the truth- j 

There was another you ngfj) 
man, the youngest of ^^1 
House Beoulve, long famedj 
for producing leaders! of Jj 
knights and men. There 
iis no official record of the^ 
role he played o n_ histo ry’s^ 
; stage." 


















Final Fantasy Tactics is the story of Ramza Beoulve, one of Ivalice's 
greatest lost heroes. In the aftermath of the grueling Fifty Years' 

War between Ivalice and rival nation Ordalia, the entire nation 
suffered, Ivalice s economy had collapsed* peasants overtaxed by the 
costs of warfare. Soldiers returning from the battlefield often found 
the grim prospect of no pay and no jobs awaiting them. 

While the peasants starved, the nobility often thought only of using 
this time of unrest to increase their own power. At the heart of it 
was a dispute over royal succession after the death of King Ondoria 
III, His son, Prince Grinus, and his adopted daughter, Princess 
Gvclia, had legitimate claims to the throne despite being too young 
to rule. So Duke Larg, die White lion, and Duke Gahanna, the 
Black Lion, each sponsored a diilerent candidate lot succession and 
each yearned to win the war and be named the new ruler's Regent, a 
King in all but name. 

The people of Ivalice saw this struggle for the throne play out before 
them, and their confidence in the monarchy weakened. Yearning for 
order, they turned to the increasingly powerful Church of Glabados. 
To be named a heretic by the church was to face a life, ai an outlaw, 
regardless of noble birth or any other former prestige. With the 
Holy Office of Inquisition and the Knights Templar to enforce it? 
every decree, die Church saw in the War of the Lions a chance to 
usurp full, temporal authority' over Ivalice. The Knights Templar, 
meanwhile, saw the chance to realize far darker ambitions... 

Ramza, however, pays this murky world of politics no heed. Like 
his father Barbaneth, he is a man of honor who thinks dial as a 
Knight of the Order of the Northern Sky; he will be able to protect 
innocents horn those that would prey upon them. In time he is 
caught in the jaws of rhe War of the Lions, and his expectations for 
the world torn asunder. Seeing a world driven mad by lust for power, 
he strikes out on Ills own to do what he feels is right, seeking no 
reward and no glory. 

In die end, only the Durai Papers remain to chronicle the true scope 
and nature ot Ramza s quest. These lav conceded in the Church of 
Glabados’s vaults for countless ccnauies before Arazlam Durai— 
and you—finally discover them. The story of Final Fantasy Tactics 
is not only the talc of the Papers themselves, but how they came to 
be written and why the world desperately tried to forget the history 
contained within them. 

Its richly detailed setting and complex themes of pow er and betrayal 
instantly set Final Fantasy Tactics apart from other RPGs upon its 
original release in 1998. Such sophistication was nearly without 
precedent in video games at the time, and even in the decade since 
has been rarely equaled and, arguably, never surpassed. Final Fantasy 
Tactics was not an instant success, but those who played it generated 
a positive buzz about Its depth and good storytelling. This drew an 
incredible demand for copies of the title after they had largely sold 
out of stores. Before the time of its “Greatest Hits” re-release in 
1999, a used copy of the game could sell for as high as SI00. 


As gamers fell in love with Ivalice, subsequent titles would return to 

tell more of this world's story. Both the PlayStation classic Vagram 

Story and the revolutionary PlayStation 2 title Final Fantasy XII 

return to Ivalice to tell its story m different eras. Final Fantasy XII 

takes place in the glorious lost past of Ivalice studied by characters basil s 

like Mustadio and his father Besrudio in Final Fantasy Tactics* 

Vagrant Story takes place at some point in its future. 

In recognition of this growing love for Ivalice, Final Fantasy Tactics: 

The War of the Lions joins Final Fantasy XII: Kevenant livings and 
the upcoming Final Fantasy Tactics game for the Nintendo DS ® as 
the first games formally released in the “L^alice Alliance”. This is a 
new designation given ro Square-Ertix titles that further explore the 
world of Ivalice, so that fans of this amazing setting can more easily 
know which games chronicle its history. 

While the store and setting ot Final Fantasy Tactics has charmed 
gamers for over a decade, it is not the game's only appeal. Final 
Fantasy Tactics also revolutionized the tactical RPG genre 
(sometimes called “strategy RPGs”), by offering players nearly 
unlimited customizable characters within its deep and complex Job 
System. Other mechanics like Bravery Faith, and the Zodiac added 
a depth and subtlety to the game play that imitators have rarely 
attempted and have never duplicated. 

Most games are much simpler than Final Fantasy Tactics, and its 
depth may at first seem unapproachably daunting to a novice player. 

This guide hopes to dispel those doubts by laying the game's many 
systems, sub-systems, challenges, and side-quests bare. If you are 
ever uncertain of where to go, what to do, or what a given star 
means, the answer is waiting for you within in these pages. 

This isn't just a guide lor novice players, however. Fans of the 
original PlayStation version of Final Fantasy Tactics who return to 
this new PSP version can turn to this guide to find comprehensive 
coverage of the game's many new features. With a wholly new 
translation, new Jobs to unlock, and a new set of wireless two-player 
game modes, there are some ways in which War of the Lions is very 
different game from the original version of Final Fantasy Tactics. 

While all of the old tricks still work, a returning player shouldn't 
ignore the possibilities offered by new gameplay dements. 

Final Fantasy Tactics: The War of the Lions is nothing so much as a 
love letter to one of the greatest games ever made, and this guide 
was written in that spirit. The ultimate goal of this guide is help vou, 
the pkver, better enjoy all the richness and depth this game offers. 

Dont let yourself be turned away by a battle that seems impossible 
to win, or a secret that seems impossible to unlock. Instead, use this 
guide, and see every wonder that Ivalice has to offer you. 




Just For Fun 
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entrv screen, vou can access a special music test mode. 
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Like most RPGs, and especially tactical RPGs, stats are the most 
basic thing that defines a character in Final Fantasy Tactic* If you 
properly know how to read a character’s status screen, you can make 
many educated guesses about how that character is going to perform 
in combat. A characters advancement is measured largely in rerms 
ot how he or she is able to Improve bis or her stats. Good characters 
have high stats; weak characters have low ones. 

Final Fantasy Tactics uses an unusually complex stat system, so the 
status screen can be a hit bewildering rhe first time you look at it. 
Many ot the terms used are nor common to other titles in the same 
genre, and a few of the metjianics may be unlike anything you have 
seen before. To explain it, let’s take a closer look at the status screen 
of rhe protagonist, Ramza Beoulve (who you may choose to rename 
at rhe start of tile game). An explanation of each of the terms on it 
follows below. 




HP 

An abbreviation for Hit Points, this is one of the tew mechanics th- 
works the same way in Final Fantasy Tactics as it does in most other 
games. Attacks reduce Hit Points by a given amount, and when a 
characters HP is reduced to 0, he or she is defeated. If a character r 
healed by an ally, his or her HP increases by a certain amount. 

What is unusual about HP m Final Fantasy Tactics is hem- it is 
generated. In most games, a characters I IP increases primarily 
as part of the process of gaining more experience levels. I„ Final 
Fantasy Tactics, tire bulk of a characters HP count is generated bv 
their equipment. This is why a heavily-armored class like a Knight is 
usually- going to have higher HP than a lightly-armored class fi le a 

net. Better-quality equipment usually grants a higher HP bonus. 

MP 

An abbreviation fcrMagick Points, this is a mechanic that should be 
familiar to Final Fantasy fans. When a character who can cast spells 
does so, the spell consumes a certain number of Magick Points 
When a characters Magick Points arc reduced to 0, he or she can no 
longer cast spells, unless his or her MP is somehow restored. 

In most games, MP increases as a result of leveling up. I„ Final 
Fantasy Tactics, much of a casters MP is going to come from their 
equipment and their current Job class. In fact, the primary foncrion 
ot equipment on a magick-using character should boost MP count 
and magickal attack power before virtually anything else. 






























CT 


Tills is the most frequently misunderstood of Final Fantasy Tactics 
basic stats, but its very important to understanding how battles 
work. When in combat, a character is allowed to take an action 
when their CT count is equal to or greater than 100. Whatever you 
do during your turn, even choosing to simply Wait, reduces your 
CT t which then begins regenerating after you turn ends. The more 
actions you take on a given turn (such as moving and attacking, as 
opposed to simply waiting), and the more potent those actions are, 
the more CT they will consume. 



This Gawetiis probably getting the next turn after t he Bkck Mage acts. 


Note that sometimes when a character chooses to take a particular 
action, the action won’t complete until the character's reduced 
CT bar increases to 100 or more. The speed of the CT increase 
is determined by both the character’s innate stats and the type of 
action it is. 

Generally, an action that requires its own CT! to fill before it 
completes causes a c-shaped icon to appear Q^er the character’s head 
on the battle held. This "charge time” varies by the type of action, 
but it is most commonly required when trying to cast a magick spell 
or use the Archers “Aim* abilities. Generally, more potent Aim 
levels and more powerful spells take longer to "charge” than weaker 
counterparts. 



Thu Black Mage vwnt east bis spellimfil the spell's CT reaches 1 CO. 



C^uattrng the Turn List makes it dear taftor the Bkck Mage's spell tr ping la Inks effect. 


it is possible to manually examine the CT of every character on the 
held in a given battle and use the numbers to figure out who is going 
to act next. This is tedious, however, and the game offers you a 
useful shortcut that you should use instead. When in combat, hit the 


triangle button to bring up the Combat Menu, and then select the 
“Turn List' option. Tills handy list denotes what order characters 
will act in, including when "charge” actions will be activated. It 
updates automatically whenever a character does something that 
would affect the CT of other units. 


Lv. 

Short for "IcveT', this tracks the experience level of your characters. 
As characters level up, their inherent stats begin to improve, but 
these improvements are relatively moderate. Generally, in Final 
Fantasy Tactics t equipment has a far greater influence on stats than 
character levels for most of the game. This means that it’s possible 
to win battles with characters that are weaker than the enemies they 
are facing, provided you outfit diem with strong equipment. This 
grows progressively more difficult the higher your party levels get, 

EXP 



Short for Experience Points, this determines when a character levels 
up. In Final Fantasy Tactics, an experience level is gained whenever 
a character acquires 100 EXP. The number displayed on the status 
screen represents how much EXP the character has gained toward 
what would be their next experience level. So let’s say a level 1 
character has 53 EXP; this means he’ll be level 2 alter gaining 47 
more EXR When he does so, his level 2 EXP count starts over 
at 00. 


Up&n Irvdingiip t a character's EXP count drvps to £30, and they begin amassing 100 EXP 
tnxragm. 
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EXP works life the because its EXP system is scaled. This is in sharp 
contrast to raw. RPGs, which use incremental systems. In an incremental 
system, all EXP gains are feed amounts, and characters level up when a 
feed amount of EXP is amassed. In a scaled system, die EXP value of 
an } r given action is determined by die experience level of the character 
acting, and the experience level of the character being acted upon A level 1 
character who attacks a level 20 character gains much more experience per 
blow than a level 20 character who arracks a level 1 weakling. 
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sens Keep dllS mimndwhen 5dectin S w hich characters go into a battle. An 
over-leveled character is going to gain far less experience from attacking 
weak foes than a lower-level character would. This system is designed to 
encourage you to use a variety of characters and not let any particular one 
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EXP Accumulation 
Formula 


Job Title 



10 f (Targets 
- Your Char^hrer s 
IjCvci) - EXP gained 
fox every hit. 



lonsters entree abthty set JS determined by their “Job title”, which is effectively there species , 

Zodiac 


s name. 
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} T ch Y ° a must lcarn how to properly exploit the Zodiac system. 

^T.lTcL™ 

an ancient system of determ, mng Penality types and persona! fortunes based on what time of year 
a person was bom m Each sign of the Zodiac has its own distinct symbol, and there are tiZXL 

In Ivalice, the twelve signs of die Zodiac correspond to the twelve months of that world’s year 4 
character bom ni a green month has a certain affinity- for that sign of the Zodiac. The twelve Zodiac 

In terms of game mechanics, a characters Zodiac compatibility influences how effective their actions 

STe ° l 7T $ “C Ifa giVC ” ^ ag °° d «™P^ilitywith his opponent’s Zodiac 

to n't A m ° re damage aild am0nS With a P erCCntiIe su “ ess rate (like stcLg) are more lifcd, 
to succeed. A bad compatibility results in lower damage and lower success rates. ' 

An expknation of the twelve Zodiac symbols used in Finally Tam. appears below. Memorizing 
« symbols »important to being able to use the Zodiac system well, so you should try to do so as ear 
m re game as you can. To help you, all references to Zodiac symbols that appear in tifeguide use the | 

-game symbol for that sign, and not its longer name. After a few hours, you should find yourself !bl e tr 
recognise each Zodiac symbol very easily, } abk r ° 


Capricorn 

Aquarius 

Pisces 


feMfcrTriETi 

Aries 
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Taurus 


Gemini 
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Cancer 


Leo 


Virgo 


Symbol 
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TIE. 


Libra 

Scorpio 

Sagittarius 


nu 





























Zodiac 


Best/Worst 





If you have trouble early on T note 
± .it vou can explore the status 
creen by hitting die © button 
while it is brought up. Tap select 
z-ver the character’s Zodiac 
sy mb ol, and you can see a text 
explanation of what the symbol 
means and a brief chart that shows how it relates to other symbols. 


This is the Zodiac chart fir a typical character* 


Each Zodiac sign is largely neutral toward seven of the other Zodiac 
ihjns. So actions taken against a character with a neutral Zodiac 
symbol effectively have a multiplier of 1 applied to them. Good 
compatibility yields a multiplier of 1.25, which enhances percentile 
success actions and can increase damage to an astonishing amount 
later in the game. Bad compatibility yields a multiplier of .75, 
reducing success rates and damage significantly. 

Generally, each sign has a relationship with another sign that is 
jj$ complete opposite. This can result in a best or worst match, 
depending on the gender of the two characters interacting, if a 
male character attacks a female character with an opposing Zodiac, 
he gains a best match multiplier of 1.5 and a tremendous increase 
.n damage. If he attacks another male character or a monster with 
opposing Zodiac, he attains a worst compatibility multiplier of .5 
2 nd docs remarkably little damage. Female characters gain their best 
compatibility against other males, and monsters always generate 
worst compatibility for their opposing Zodiac because their gender 
is neutral. 

Working out the relationships between the various Zodiac signs is 
complex, so the Zodiac Compatibility Table below sums up all of 
them in a simple format that is easy to consul t.flfrou may want to 
bookmark this table so you can dip to it quickly while playing vour game. 
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To understand what these relationships signify, consult the figure 
below; where the symbols for the twelve Zodiac signs are laid out 
in a chronological, circular order that corresponds to the months of 
Ivalice’s year. The lines drawn between the symbols indicate what 
the non-neutral relationships are. The figure below only depicts 
the relationships lor the sign oi TR ior die sake of clar ity, but you 
should find that you can use a similar method to see where die 
relationships for any other sign are coming from. 


Best/Worst 


ZODIAC COMPATIBILTY CHART 

(Virgo Example) 


BASICS 






















Early in the game, vou may find that Zodiac exerts a minimal 
influence on your progress. As your gain better equipment and your 
damage totals become more lethal, and you begin gaining abilities 
-with percentile success chances, you will find Zodiac an increasingly 
important factor to rake into consideration. The only battle in the 
game where Zodiac doesn’t play a role is the fight against the boss of 
Midlight s Deep, Eli dibus. He possesses a “thirteenth” Zodiac sign, 
Serpentarius, which, has a neutral relationship with all other signs. 

In every other fight, Zodiac compatibility can significantly help or 
hinder your progress. 

Since there arc many battles where the enemy's Zodiac sign is 
randomly generated, it's difficult to always plan to take advantage 
of Zodiac compatibility- As a general rule of thumb, try to keep a 
character of each Zodiac alignment in your party and try to field 
characters with a variety of alignments in your core group. That 
way, no single enemy has a chance of developing an advantage over 
several of your units at once due to Zodiac. 


When Bravery changes in battle, the changes are not entirely 
permanent, but they do have a lasting effect. For every four pub 
Bravery a character loses or gains in combat, they permanently 1 
or gain 1 point of Bravery This mechanic lets you use an Oratoi 
effectively customize a character's Bravery level into whatever v: 
like, and Beowulf's Chicken is tremendously useful for reducing 

There are consequences to altering Bravery levels. If a character §1 
Bravery is ever reduced below 10 in battle, they undergo a literT 
physical transformation into a chicken. As a chicken, they can’t 
attack and have no options beyond retreating from attackers. Evq 
turn the cliicken survives, it regenerates one point ot Bravery 
(note that, unlike other in-battle Bravery alterations, these poin J 
are permanent). When Bravery 7 is restored to 10, the character 
transforms back into their original form. 


Bravery 


The Bravery stat is another of the game s unique features. Bravery 
is a reflection of that particular characters courage in battle. Most 
characters, by default, have a Bravery stat roughly between 40 and 
70. 


Bravery has complex interactions with many o+ the game s other 
mechanics. Bravery helps determine how much damage an attacking 
character inflicts when using their bare hands as a Monk, or when 
wielding a Knight Sword. It also factors into the damage monsters 
cm deal with their attacks. Bravery 7 determines how effective certain 
other abilities are, like theiDancer’s Mincing Minuet, or reaction 
abilities like Auto-Potion, Higher Bravery leads to higher success 
rates (or more damage). 

For the Chemist's Treasure Hunter ability, vital to finding much 
of the game's best equipment, low Bravery is desirable. The lower 
the characters Bravery, die better their chances of finding rare 
items when they step onto a tile that contains treasure. Likewise, 
certain powerful weapons can only be equipped by characters whose 
Bravery star is below a certain point. 


«r 


There are several abilities in the 
game that can alter a character’s 
default Bravery stat (there arc. 
also some story events that do 
so, as well, usually increasing it). 
Orators can use the Praise ability 
to increase Bravery, and the 
Intimidate ability 7 to decrease it. 
The optional character Beowulf receives an ability 7 called Chicken 
that causes a tremendous loss of Bravery 


cbitkttL 


Ewntiurlfy, thk thicken is going to revert into the Stedhawk it origiunify was, 

In combat, a character's Bravery 7 can be boosted as high as 100 
points. There is no immediate negative consequence to this, and 
it is in fact very useful for certain characters. However, increasing 
Bravery is a much slower process than reducing it. An Orator’s 
Praise ability' only boosts Bravery by 4 points per successful use 
(contrast with -20 points per use with Intimidate). Other Bravery 
increases aren’t significantly more effective. 

A characters Braven 7 cannot be permanently increased to more 
than 97 points. Bravery can be reduced below 10 permanently, 
which means the character becomes a chicken immediately upon 
deployment. If Bravery is reduced permanently below a 6, the 
character runs away from your party and you lose him or her 
permanently. The game gives you a “Desertion Threat” warning if 
you are getting close to reducing a characters Bravery to this degrid 
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Faith 

This is a fascinating mechanic that no other tactical game has really 
attempted to duplicate. Faith is the star of most importance to 
magick, both in terms of using it or being affected by it. The higher 
a character's Faith, the more damage his or her spells cause, the more 
HP he or she can restore to allies, and the higher his or her chances 
of success on casting spells like Stop and Arise. Likewise, a character 
with higher Faith rakes more damage, is more easily healed by 
magick, and more easily affected by spells like Stop and Arise. 

What this means in context is that high Faith is desirable in 
characters who are going to become mages, or who have magickal 
abilities like Agrias s Holy Knight job. Pure melee attackers like 
Knights and Ninja are best-served by having the lowest Faith 
possible. When a character’s Faith becomes 0, as when affected by 
Atheist status, magiek no longer affects them (because they do not 
believe it exists). These characters are at a tremendous advantage 
when battling magiek-users. 



Use /■Mystics DisheJufability to protect alffflfrom enemy spells, \ - 

Much like Bravery, there are a host of abilities th&t can affect a 
character's Faith star in combat, Beowulf r s Faith ability causes a 
tremendous Faith increase, and Mystics can use Belief to increase 
Faith. Orators can use Preach to increase Faith, and Enlighten to 
reduce it, Mystics can also use Disbelief to inflict Atheist status. 


The maximum levels for Faith 
to be at in combat are 0 and 100. 
Out of combat, a characters Faith 
star cannot become permanently 
lower than a 3, or higher than a 
94. When a character's permanent 

Lil:r.^ if Raphes Faith gets mud higher, , mt becomes 94 or higher, 

shell leave the party for pood. 

that character deserts the party 

When Faith is reduced in-combat, note that there are permanent 
effects just as there are with Bravery manipulations. For every 
4 points of Faith a character loses or gains In battle, he or she 
permanently loses 1 point Faith, 

Move 

Move is the stat that indicates how many panels a character can move 
in anv direction during their turn. A character with a Move of 3, 
tor example, can move three tiles in any direction during their turn. 



Different Jobs have different inherent move rates, and you can equip 
varying types of equipment that increase Move. 

There are a variety of terrain factors that can affect Move, as well* 
Enemies effectively act as obstructions, since a moving character 
can step around them but cannot pass them. So T if many enemies 
occupy tiles within a character’s usual move range, that character’s 
movement is effectively reduced* A character surrounded by enemies 
on all four sides simply cannot move at all. 



Thh ism :pxtmple of enemies dstrmtingathftffi&ti movement. 


Some terrain types inflict automatic movement penalties, reducing 
the total number of tiles a character can move. Various types of 
water usually act in tins fashion. There is a random chance of rain 
or a thunderstorm happening on any map, and these weather effects 
can also penalize movement (especially over Marsh, Swamp, or 
Poisonous Fen tiles). 

It is important to note that 
Move is a stat that reflects 
horizontal movement across the 
map* A separate stat dictates 
how far up or down, vertically, 
a character can move. There 
are casts where the vertical 
elevation of terrain can penalize 
a character’s usual horizontal 
movement rate, particularly if 
the character would be required 
to jump across a gap, or if there 
are diagonally sloping panels in 
Iris or her path. 




This h an example afvertud terrain changes altering a character's moment range. 


Weather and 
Magiek 








































STATS. 


Trying to calculate where you can and can't move ahead of time can 
get very complicated, so it's beat to use this simple rule of thumb 
for checking move rate. First, while in combat, select the Move 
command from the active character's menu. Do this even if vou re 
not sure that you want to Move yet. The area of blue riles that 
appears indicates all of the tiles that are “legal” for vour character to 
move onto. You can cancel this display by pressing ®. If you opt to 
move to a given tile, you must confirm the selection before you can 
leave the character there. Note that after you confirm the decision to 
move to a given tile, you absolutely cannot cancel the move. 


Once pit ssktt *Yes\yw tmtnmie ihn tbaracter again until thnrmxt mm. 

There are some abilities you can equip that radically alter movement 
rate, or let you ignore certain penalties. Ignore Weather and 
Waterwalking let you ignore weather and water terrain penalties, 
while Ignore Elevation lets you ignore penalties caused by height. 
Teleport gives a character the ability to more automatically to any 
unoccupied tile In their usual movement range, and a percentage 
chance of being able to move to any tile on a given map. Fly lets a 
character simply float over all obstacles and enemies unimpeded. 
There are also some basic movement boosting abilities like Move 
+1, +2j and +3 that are ve^ useful early in the game. 



Fly is arguably tfa fiat moment ability in ibegomz. 


Jump 


Jump works in conjunction with the Move stat to determine how 
tar upwards a character is able to move over obstacles and onto 
elevated areas, A character is able to move up as many height levels 
as drey have levels of Jump at any one time, provided they don't 
have a movement-altering ability Ignore Elevation, Fly or Teleport 
equipped. As with Move, there are many types of equipment and 
abilities a character can equip to enhance Jump, and different classes 
10 ! varying base jump rates* 


Speed 


This star determines how quickly a characters CT gauge reef 
and therefore, how quickly that character gets to take turns, Y= 
classes have varying base Speed stats, and some equipment en 
Speed. Leveling up also increases this stat, but very slowly Tvt 
the easiest way to get a Speed boost is to change a character k 
speed-oriented class like a Thief or Ninja, 




lane 


■r « rut* frr 


Hti 

A Jut tta! */, L i protect* tartan 

iHtK uboents 

HP +iOO 5fW<J +2 Immim In 


Dm fall 


iTtovTsCa* 
I liiaefc Sif-fc 


ASTD-Ffitia 


Equipment that lmsts$^4 ii extremely valuable. 

Weapon Power 

Weapon Power is one of the values the game uses to calculate 
attack damage, A character with the Dual Wield support ability 
has a Weapon Power value listed for each of the weapons in his or 
her hands. Most characters only have one Weapon Power value, 
listed for the character's right (R) hand. The calculations the game 
uses to translate Weapon Power into combat damage are fairly 
sophisticated, so for our purposes here just bear in mind that the 
higher Weapon Power stat is, the more damage you can expect 
to inflict on enemies. Weapon Power is determined solely by the 
equipment a character happens to be using at the time, as it is an I 
intrinsic value of that piece of equipment. 

Weapon Evade 

The percentage value next to your Weapon Power stat indicates the 
evasion bonus that weapon grants you. This bonus is an intrinsic 
property of every given piece of equipment, and only applies to 
characters that have die Parry ability equipped. For most character*, 
you can safely ignore this value. If you are equipping Part}', note it ] 
works best with rare weapons like die Defender that grant extremely 
high Parry bonuses. A Knight who is Dual Wielding, say, Defenders | 
is going to be nearly impossible to hit with basic physical attacks if 
he is also using Parry, 






















































ATK 


Some kerns, like the various Capes, yield very high A Ev rates 
when equipped. Generally, most of your character's chance to evade 


There arc two significant ATK stats to consider: Physical, and 
Magickal. These stats are determined by a combination of character 
level and Job class, and are innate to that character. 

Physical Attack, as indicated by the sword-shaped icon, generally 
comes into play to determine how much damage a character can 
inflict when not equipped with a weapon. Melee-oriented classes, 
particularly Monks, tend to have high Physical ATK, and there are 
some items that can increase this value when equipped. Physical 
ATK can also act as a modifier when doing damage with a weapon. 

Magick Attack fills the same function, as indicated by the wand¬ 
shaped icon. It is one of the values that determine how much 
damage an attacking spell can inflict if cast by that character* This 
value Is innate to most classes, but certain equipment can increase it. 



The Twar Kmigc is one of a handful of items that boost both Physical and Magic falJTK 
when equipped. 

EV ■» 

The three Ev values that appear to the right of the ATK stat are the 
characters Class Evasion, Shield Evasion, and Accessory Evasion 
rates. The way these Evasion rates work (and evasion rates in 
general) in Final Fantasy Tactics is very complex, especially if you 
factor in abilities that enhance Evasion rates on top of what these 
basic figures are doing. To simplify things, just remember that these 
stats reflect base evasion chances in different situations, and that 
it is good for your character to get them as high as possible. Each 
Evasion type also has a separate value that applies against Physical 
and Magickal attacks, respectively. 

C Ev is Class Evasion, a stat that only applies when your character is 
attacked from the front. This stat is innate to the various characters 
and Job classes, S Ev is Shield Evasion, a star that applies if your 
character is attacked from the front or sides. This stat directly results 
from whether or not your character has a shield equipped, then the 
quality level of that particular shield. Better shields usually result in 
better S Ev rates. 

The final and most important Evasion type is Accessory Evasion, 
which applies in every situation in which a character is attacked. As 
the name suggests, this stat is largely determined by the type and 
quality of accessory a character has equipped. 


magick attacks comes from their Magickal A Ev star. 



A Ninja who equips the Refines ability and the Feathmoeave Cloak isgpmg to ktexittmdy 
hard to bit 


Equipment 

Below a character’s main stat blocks, and slightly to the left, is a lisr 
of equipment they currently have. If you are curious to see which 
pieces of equipment have the greatest effect on a character’s stats, 
or just to see what they do, press the Select button. This brings up 
2 hand-shaped airs or that can be moved freely around the screen. 
Use it to highlight a piece of equipment you’re interested in, and 
then press the O button. This brings up a sub-menu full of data 
about exactly what the weapon does, which abilities it s compatible 
with, and which classes can use it. It is particularly important to use 
tliis on enemies, especially if you end up fighting one that seems 
unusually powerful for their level 



Un iptrr characters like hiked usually tarry potent equipment. 

Each character has a maximum of five slots that can be filled with 
equipment: Weapon, Shield, Helm, Armor, and Accessory. Note 
that a character using the Doublehand ability is considered to have 
nothing in the Shield slot, and a character using Dual Wield is 
considered to have the second 
weapon mounted in its Shield 
slot. Some classes lack the ability 
to equip items to one or more 
of these slots, although there are 
some support abilities that allow 
classes to equip types of items 
they ordinarily couldn’t. 



A character with many of the right support 
abilities sun use a wry fcfif fe range t>J 
equipment regardless of current elms* 
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Abilities 


THE JOB SVJiTilM $ 


Below and to the right of the main star block on the status screen is 
a list of the character's abilities. Each character has five ability slots: 
primary, secondary reaction, support, and movement. The primary 
a hi lit)'slot reflects what the characters current Job class is, and 
cannot be changed without changing the characters Job class. 

The secondary" ability slot plays a large role in what gives Final 
Fantasy Tactics its tremendous depth, A character can equip the 
Primary ability of any other job they have unlocked and can use 
that ability’ freely. This allows for some devastating combinations, 

A Ninja who equips the Knight's Arts of War ability gets double 
the chance to Rend an enemy's equipment, because a Ninja can 
Dual Wield weapons, A Mage who equips the Monks Martial Arts 
abilities can use Chakra to restore their own MR The possibilities 
are nearly endless, and there are a few that let you create characters 
that can utterly dominate the single-player portion of the game. 



A &kik Mage wingAntbmtticks in ha or her Secondary slot is era cfthe martfmvwfid 
Ammeters. 

1 he reaction ability slot allows a character to equip a skill that takes 
effect only in situations where the character is being attacked by an 
enemy. They range from very simple and straightforward to very 
specific and sophis Heated. Sticky Fingers, for instance, only takes 
effect against the Ninja ability'Throw. It neutralizes the damage 
done by letting the character simply catch (and keep!) what the 
Ninja throws. Probably the most useful reaction ability for a player 
to equip to their characters is Auto-Potion, which gives a character a 
chance of automatically using die weakest potion from the inventory 
upon taking damage from any source. 



Juto-Folia:! is o powerful defense for most rfainictm, in most situations. 
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The support ability acts primarily to let you customize your 
character somewhat. These are passive abilities that persisrendv 
affect the way a character performs. Most commonly you might 
them to let a character equip something they couldn't ordinarily 
use, such as giving Monks the Knight's Equip Heavy Armor 
ability: Some simply enhance the way a class goes about their bad 
functions, such as the Black Mages Arcane Strength that increaj 
spell damage, or the Time Mage’s Swiftness that enhances casts 
speed. 

Movement abilities do exactly what you think they would: they 
enhance the way characters move across the map. Typical exampfl 
are Move +1, +2, and +3, which grant a character more riles of 
movement. Ignore Elevation lets characters ignore the Jump 
Restriction, and Fly lets a character ignore all obstacles on the fridl 
There arc also abilities like Lifefont and Manatony which let a 
character regenerate HP or MP (respectively) as they move. 

Early in the game, you want to focus on giving characters an abih-r 
to put in every slot as quickly as possible (Counter Tackle, JP Boos* 
and Move +1 are good starters). Later in the game you’ll want 
to focus on acquiring a wider variety of abilities for a character 
to equip, to reflect different combat roles and situations. When 
fighting an enemy, it is very important to immediately bring up rhq 
status screen and see what abilities they have equipped. Otherwise 
you may be caught flat-footed if a Time Mage suddenly begins 
casting Cura on allies, or a defensive ability like Reflexes causes a 
high proportion of your attacks to miss. 


THE JOB SYSTEM 

In discussing how Jobs and abilities can affect a character's basic 
stat block, exactly how the Job system in Final Fantasy Tadics works 
hasn’t been covered. That’s because the Job system really deserves 
an entry unto itself Tins system i s the core of Final Fantasy Tatties 
gamepky and is very complex. Tt gives a player a lot of ways to build 
powerful characters, but also means that creating a strong character 
requires a lot of work. 

The best way to explain how the Job system works is to use a brand- 
new, level one character named Subject A. Like all new characters, 
Subject A comes to us as a Squire. We can also change him into a 
Chemist, but these are his only options. If we examine his abilities 
(through the Party Roster option at the main menu, which we can 
explore in more detail later), wc see that he is actually a level 1 
Squire and a level 1 Chemist. 

These 'Job levels” arc distinct from Subject As overall experience 
level. Subject As Job level in any given Job is based on the overall 
number of Job Points (or JP) he’s accrued. As a brand-new character. 
Subject A has around 150 points in both of his default possible Jobs 
If he increases that number to 200, he can become a level 2 Squire or 
Chemist (depending on how we want to shape him). 
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Subject A can pm more JP by being deployed in a battle and 
successfully taking actions. The effects of these actions don’t matter, 

■ ust that the move doesn't miss or isn’t blocked. So as a Squire, 

Subject A gains as much HP from doing 6 damage with the Stone 
ability as he would from making a successful attack that does 20 
damage, If we make him a Chemist, he can gain even more JP from 
successfully using Items on allies as he can from attacking enemies. 

He can also gain EXP this way too, so don t worry about having 
to find ways to kill enemies to level up your Chemist. His role in 
combat is healing and assisting allies, and that's all he has to do in 
-rder to advance. This said, since the game only allows you to deploy 
--5 characters at a time, it’s usually best for all ot them to be able to 
contribute to a battle in more than just a support capacity, 

A character can only gain JP tor whatever their current Job class is, 
even when using secondary abilities equipped from another class. If 
subject A uses an Item successfully while a Squire and gains 30 JP 
for it, then after the battle you'll see that those 30 JP did not affect 
his Chemist level at all. They affected his Squire level and may have 
earned him enough JP to become a level 2 Squire. 

Of course, if vou just drop Subject A on the field, you may notice 
that be can’t use any of the special abilities that a Chemist or a 
Squire is supposed to have. His Fundaments and Items abilities may 
re greyed out entirely and unselectable. That’s because class abilities 
ithcr than innate ones, like Brawler for Monks or Dual Wield for 
Ninja) aren’t automatic. Your must pay for them, out of the pool of 
TP that the character has earned for that job. 

So, at level 2, Subject A will have at least 200 JP to spend on 
abilities from the Squire Job. You can buy abiiitit^ for him to use 
with the Fundaments command, or abilities to equip to Subject 
.Vs Reaction, Support, or Movement slots, flitting left or right 
u the D-Pad while in his Abilities menu lets you move between 
his different ability lists by type. Likewise, if you want to give him 
the Items ability as his Secondary, you should first spend some of 
his Chemist JP so that he can 
use basic Items like Potions. 

The Chemist also has reaction, 

5 up port, and movement abilities 
vou'll want to learn eventually, but 
for a low-level character you want 
to begin with abilities that will let 
him gain JP quickly 

lob levels are important as more than just a benchmark of how much 
|p you have earned with a given character. Squire and Chemist are 
weak, beginner classes, and eventually you want Subject A to be 
able to become something more powerful. Luckily, as Subject A 
levels up as either a Squire or a Chemist, he is going to unlock more 
Job classes and the larger pool of abilities that come with them. 

For instance, once Subject A is a level 2 Squire, he has the option 
of becoming a Knight or an Archer, and can learn those abilities 
in addition to his basic Squire abilities. As a level 2 Chemist, he 
can become a White Mage or Black Mage and gain access to the 
abilities of those classes. 


There are, in all, 21 different classes a single character can eventually 
unlock in Final Fantasy Tactics, It is entirely possible for a single 
character to unlock and master them all, although this is going to 
take an extraordinarily long time. Most characters arc probably only 
going to master a few classes in the course of your game, depending -basics 
on what role you want them to play in your army 

Take, for example, Subject A, As a starting character, his Bravery 
(49) happens to be very low, while his Faith (69) happens to be very 
high. With those stats, Subject A would be a very good spellcaster 
and a decent Treasure Hunter, so he should focus on leveling up as a 
Chemist and using the Jobs unlocked with Chemist levels,.. and then 
the Jobs unlocked by leveling up as a White Mage and Black Mage, 
and so on until lie eventually becomes a Summoner or Arithmetician 
with access to a library of potent spells from a variety of magick- 
oriented Jobs, 

A more in-depth guide to unlocking and using Jobs and abilities 
properly follows in the Jobs and Characters section of the guide, and 
you should read it carefully when planning how to build a character. 

The Advanced Strategies section aIso contains lots of clever advice 
for letring characters gain JP ami Job levels quickly. 

Note that the job system works slightly differently for special story 
characters like Agrias. She cannot become a Squire at all; in place 
of Squire in her Job tree, she gets the special Holy Knight class that 
generic characters like Subject A can never unlock. Many of the 
basic, important Squire abilities like JP Boost and Focus appear as 
part of Agrias’s Holy Knight class ability set (and in other character- 
specific classes, too). For purposes of unlocking certain potent Jobs 
like the Mime and Onion Knight Agriash level as a Holy Knight is 
going to count in place of die Squire levels usually required. 



Although Rtytir cant kvonte a Sqtiire. note that the Onion Knight is stiflamng the list of Jobs 
that she can ttnfotk 


So, in a certain sense, story characters with special Job classes have 
a complete advantage over generic characters like Subject A. They 
can learn all of the jobs that Subject A can, in addition to unique 
and often powerful abilities specific to their character. Couple this 
with the superior innate stats story characters tend to have, so many 
players may opt to remove generic units like Subject A from their 
army completely by the time they reach Chapter 3 or 4 of the 
main game, 
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COMBAT 


All of this detailed character building in Final Fantasy Tactics is 
directed toward one end: winning battles. The game is effectively a 
series of challenging battles bookended by story sequences. Some 
battles are optional and have to be unlocked by meeting certain 
requirements, but the vast majority of the game s challenges are 
required. A player can also participate in random battles that oecur 
when crossing uninhabited ureas. 

The goal of combat in the game is usually to defeat all of the 
enemies on the Held. The rare exceptions simply require that 
you defeat only one very important character. These battles arc 
exceptional, so you should usually go into fights ready to defeat 
every enemy you see there. The best way to explain combat is to 
take one of these typical characters and walk through it, step by step, 
from beginning to end. 


& 


!* 


If you look ar the following screencaps closely, you will notice that 
Cloud Strife, an optional character not available until Chapter 4, is 
m Subject As party. This is because Cloud Strife joins your party as 
a level one character, and requires a certain investment of rime and 
eltort to level up. Although orher story- characters may join at higher 
levels, they also usually need to spend some time leveling up to get 
necessary core skills kkeJP Boost and Auto-Potion. The lesson you 
should take from this is that leveling isn't something you ever really 
stop doing in Final Fantasy Tactics. Throughout the game, you’ll 
be working on building and improving die 24 characters you are 
allowed to recruit. It is very difficult to build perfect characters that 
can easily handle even- possible game situation. 

The easiest way to level lip a character is in random bardes, so 
: for our example fight Subject A and Cloud are going to go into a 
random encounter. 


The thing to remember about random encounters is that they* 
scaled to the level of the strongest character in your part)-, ever 
you don’t deploy that character. In this particular game, it meat* 
most ot the random enemies are going to be around level 70 e: , 
It is possible for Cloud and Subject A to survive a batde even - J 
enemies that strong, since they will be using strong equipment. ] 
but they re going to need some powerful characters escorting f-J 
through the fight. To that end, they are going to be escorted hi j 
Singleton, a level 76 Black Mage with Arithmeticks, Lavian, a J 
72 Dancer, and our level 74 Ramza, acting as a Knight with Itea 

The battle triggers when walking over the Tchigolith Fenlands. 
an area with challenging terrain and, usually a lor of undead 
enemies. There are many maps where you can pay little attention 
to what terrain you’re standing on, but Tchigolith isn’t one of the, 
Scattered throughout the Tchigolith Fenlands map are Poisonous 
Fen terrain tiles, which can inflict the negative Poison status on i 
character that stands on them. Passing over the tiles is fine, but n 
ending a tum on them. Poison status can be deadly to weak level 
1 characters like Cloud and Subject A, so they need to be carefcffl 
positioned in this battle. 



i 


a map iiktindprm SeledtofmJ sm what kind of terrain itb> On this map. 
Pmsaiwus Feu appears as discohred miter 1 


Status Ailments 


*' f“ Hp “" b *" fc ’ ,his is * s™ 11 *■«»i— »“ » a a™,, b , implv 

ci cauam JW character to behave m aotnc abnomul, usually negative fashion. Using them is going to play a luge role i„ ,hi, feh, 
and tn g.ocod they play a much larger tole in Final Fantasy T.ctit, than they do in mo.t tactiml Ri>ci Moat sum, ailments cu, he JLt i 
ton have the right equipment (usually an Accessory) on a character, or healed with the right tone of Item 4 list nfrb. - .,' d " 

own c aracters. Note that many status ailments, if not cured, eventually “time out" after roughly three rums and fede away. " ' 
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Status Effect 


Undead When a character is Undead, healing items and spells damage them, and resurrecting items like Phoenix Dawn are deadly. Few enemies can mflici 

tills on your characters, but you light Undead versions ot many enemies. , m , , 

This status mates characters take more damage from fire elemental attacks. It's usually inflicted by Bombs and Grenades (who use rue elemental 

attacks) 

Toad A character turned into a Toad can only use a weak physical attack, and becomes very vulnerable to damage. Vou can easily inflict this on enemies 

empire A character turned into a Vampire can only use the blood-draining Vampire ability, and begins mindlessly attacking all other units. II everyone in a 

battle becomes a Vampire, it’s Game Over. 

Blind When a Blinded character attacks an enemy, that enemy’s evasion rates are double their usual values. 

Confuse A Conlused character or enemy begins taking random actions against both allied and enemy units. Physically attacking a Confused character 

Doom Th[s°stetuscausesa countdown, much like the one that appears over a defeated character's body. When the count reaches 0. the character is 

instantly defeated. .... 

Sleep When a character is Sleeping, they are unable to move or take actions. I his status ends it a character is physically attacked. 

Stoo A character afflicted with Stop can't move or take any actions until the status fades away, or is altered by other Time Magicks. 

Slow A character afflicted with Slow fills their CT bar less quickly, and gets fewer turns. This status lasts until n fades out. or is altered by other Time Magicks. 

Stone A character afflicted with Stone can't move or take any actions. This status does not fade away, and a character turned to Stone is consioerec 

defeated for purposes of determining whether a battle is won or lost. 

Charm A character that's charmed by an enemy turns on his or her allies and begins attacking them. Charmed status lasts until it fades away, regardless 
of how frequently a Charmed character is attacked. 

Silence A Silenced character cannot cast any spells. This ability fades out after so many turns. 

Poison This character takes damage at the end of every turn, equivalent to roughly 12.5% of their total HP court. This status fades eventually. 

Disable A character that is Disabled can move, but cannot take any other Actions. This status lasts until it fades away. 

Immobilize A character that is Immobilized can take actions, but absolutely cannot move. This slatus lasts until it lades away. 

Atheist A character turned into an Atheist acts as it their Faith were 0. He or she cannot cast spells or be affected by magick 

Berserk A berserk character begins automatically pursuing and attacking enemies with only physical attacks, disregarding all other abilities. This status 

remains until it fades away. 

Faith A character given Faith acts ai all times as if their Faith stat was 100. and is unusually vulnerable to magickal oamage 

Reflect Causes magick to effectively "bounce” off of the character if spells are focused on him or her as a unit. The spell may affect anoiher character on 

the field or simply become ineffective. 
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More about Terrain 

Although the primary terrain feature that is going to affect this bArtie is 
the Poisonous Fen riles, there are other terrain features you should keep 
an eve out for during combat. Generally, which of the games 48 terrain 
types vouYe standing on as you fight is only important if you re using a 
Geomancer (see the Jobs section tor more Retails)-Watery terrain tiles 
and height differences cart impede movement, but usually no more, and 
there are a host of abilities to negate these penalties. 

What you do need to keep an cat on, when righting in areas of watery 
remain, is Depth, If you are in water that is only Depth 1, your character 
is sate and can act normally If you get into Depth 2 water, your 
character can no longer take Actions or even use reaction abilities. At 
best, the character can move, and even then at a reduced rate. Its very 
important to stay out of Depth 2 water in combat, or to use abilities like 
Waterwalkmg that neutralize the penalty 

Another terrain oddity to consider is Lava, which characters simply 
cannot stand on unless they fiavc the Lavawallring ability equipped. 

Also, keep on eye out for sloping terrain. Sometimes you can stand on 
these areas, like Roofs, but if an area slopes too steeply you cant move 
characters onto it. You can see this moat clearly exemplified in the 
Mandalia Plain map, which is studded with rocks too jagged to stand on. 


Battle Start 

Combat begins at the deployment screen. Use the a and *■ buttons 
to sort through your party. When you come to a character you want to 
deploy, highlight the tile you want to deploy him or her on and press the 
£4 button. If you wish to move a character you have already placed, hit 
n D until liis or her portrait is highlighted, highlight the tile he or 
she is standing on, and then press the © button. This “un-deploys 11 the 
character in question, so you can place him or her elsewhere, or pick a 
different character When you’re finished deploying your characters, press 
the start button, 

Ranm is the first allied character that can act, signified by the “AT ’ 
appearing above his icon. Highlight his tile and press the © button to 
bring up his Action Menu. If you want to explore the map a bit more, hit 
® to shut the menu off Tap © over enemies if you wish to examine their 
status menu, or^ over terrain tiles to examine their names and effects. 

His Action Menu lists rive options: Move, Act, Wait, Status, and Al 
Move allows him to walk to any rile that is highlighted in blue after this 
option is selected. This highlighted area effectively represents his move 
radius. Thanks to his Germinas Boots, it is rather large. After Moving, 
vou can choose Act, Wait, Status, or AI from his Action Menu, If you 
had opted to have Ramza Act while on his current tile, you could choose 
to Move him after his action. 













Act is the command that lets you order a character to use a standard 
Attack, a Primary or a Secondary ability* Right now Ramza. can 
Attack, use Arts of War, or use Items* All of these abilities require 
him to be on a tile adjacent to his target, but note that this is not 
always the case* Most Magicks can be cast from four or five tiles away 
and several weapons allow characters to Attack from two tiles away 
Likewise, there are some abilities that can affect any single enemy in a 
given radius, or might affect every enemy on the map. 
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No one is within range for 
him to attack, so there isn’t 
anything for him to do. It’s best 
to have Ramza finish his turn 
hy Waiting after he has moved 
toward the most dangerous 
enemy on the held, the Archer. 
Still, don't pick the Wait 
option just yet. There are a few 
more menus to explore before 
moving on to letting other 
characters move. 

Combat AI 


The fifth option on the 
Menu, AI, isn’t one that's 
recommended for all but 
the most advanced players 
with powerful characters. AI 
essentially lets you order the 
computer to take control of 
your character and fight die 
battle itself* The default setting 
for AI is “Manual", where you 
make all of that character’s 
decisions yourself. Other 
available options arc: 


BERSERKER: Makes characters act relentlessly on Ihe offensive, 
with no concern for personal safety. 

DEFENDER: Makes characters act relentlessly to protect allies, with 
no concern lor personal safety. 

HEALER: Unit focuses purely on restoring HP and MP to allied forces. 

COWARD: Unit attempts to flee from enemies to a safe location, 
while trying to recover HR 


None of these AI settings are going to make decisions as efficient 
&& the ones you would make yourself in battle. They are only worth 
using if you have very powerful characters and arc confident that 
vour party can’t lose. 



Combat Menu 


Pressing the ^ button during any character’s turn brings up &■: 
Combat Menu, with three very useful options to select from. T — 
List allows you to view a display that lists which characters, 
what order, wall take the next 39 turns. Examine it carefully and 
this information to make wiser decisions in combat. 


The Unit List is slightly less useful, but it lets you quickly obsc 
the facing of every character on the field* You can highlight vari^ 
characters with the directional pad, and use the analog stick to 
change which stat is displayed below each character. Once a 
character is highlighted, you can press @ to view their status ? 


Tbt Unit List allows you ftr qtackfy sta mine the enmm m tfefidi. 


The Options screen lets you customize a variety of options retarir. 
to combat to your personal taste. Most of these options relate to J 
the way the cursor moves and how you’d like to see text displayed 1 
in battle. Fed free to alter these options until the cursor and bank 
display work exactly as you want. 


After Ramzas turn ends, our strategy for helping Subject A and 
Cloud level up begins. First, Lavian uses her turn to initiate the 
Dancer s Forbidden Dance ability. When Dancing, Lavian can t 
take any other action, but every 15 turns or so her Dance is going 
to afreet all the enemies. Forbidden Dance inflicts some crippling I 
status effects that are handy for characters that need to be leveled ^ 
like Slow, Stop, and Toad* While the status effects are random, the 
fact that the Dance is affecting enemies persistently greatly increase 
its chances of crippling an enemy. 



Note that £ avian am still move whilt Dancing, tht sitttpfy cunt fake other Actions* 










































The next allied character to get a turn is Singleton, the 13lack Mage 
with Artthmeticks. Hi? Arithmeticks lets him use complex rules to 
determine who is affected by his spells, and he can use Arithmeticks 
to cast any spell heV learned, including White Magicks, Time 
Magkks, and Mystic Arts. What he is going to do in this battle is 
look for rules that let him inflict Time Magic ks like Stop on the 
enemy, or helpful spells like Haste and Protect on his allies. He 
could use his Arithmetic!^ to simply cast massively damaging spells 
like Holy and Flare, but the goal of this battle is to let the level 1 
characters gain experience. 


The dramhasi. lu Anihumhth is that mmt calculations affzd both yoiff units and th? tns MSy 
-uhiih is urJcsirnhh* 



hrotmcarh^mfma fai i r. W 

1 ^andedEamair^fFine^B 

jFake'im'o'r eidam age;.rnari T -~ ; 

fusu al uromTspe 11 slot that El 

KMH>>KjnMpMl 

Bync; fTpJn rideout; wHetl ie r 


Elemental 
Damage Types 


for not a monster Has' 
y 

elemental vulnerabilities, . 


just examine their status 


screen. Note that human 


opponents generally 
Jo not have elemental 
weaknesses, but tend 
to take more damage 
from Holy than monster 
opponents. 


Subject A and Cloud are going 
to hold back and spend their 
turns Waiting, until one of the 
enemies is either near death or 
completely crippled by a status 
ailment. Until then, attacking 
is too dangerous for them. 

Meanwhile, Ramza works 

> * 

on trying to quickly defeat 
the most ^ngerous enemies 
on the map, who would pose 
the greatest threat to level 1 
characters. In this case, its the 
Ar cher and the Exploder that 
arc near her. 



Tbedrcbcrmn (fatiw&idaitt diWl-Ugi' tv 
the level t ckawtfm, and mm a very great 
dhtwcf. 


It is very likely that, in the course of the battle, Subject A and 
Cloud are going to die. They may die several times. This is okay, 
because Singleton knows Arise, (a spell that can be easted instantly 
with Arithmeticks) which restores defeated characters with full 
HP. In the meantime r as enemies start to suffer from Slow and 
Stop, the leveling up can begin. 


Cloud happens to have his Materia Blade, so he can use his Limit 
abilities. This lets him attack enemies from a distance, which is very 
useful for leveling up a new character. 



J!though Cloud dati little damage, besgaining about SO EXP per sutccttful hit. 


•; BASICS 


After Forbidden Dance has gone off mo or three times, and Ramza 
has eliminated the Archer, the allied party should have an advantage. 
Now it s simply a matter of waiting the battle out. so Subject A and 
Cloud get as many successful attacks in on the last few enemies as 
possible. In the meantime, there is an interesting phenomenon to be 
observed with the bodies defeated foes left behind. 


After characters are defeated, note the numbers that appear over 
their bodies. These numbers effectively indicate how close the 
character is to dying. While being “defeated” is a situation that can 
be remedied with a Phoenix Down, once a character is dead they' arc 
gone forever. This is absolutely not something you ever want to let 
happen to vour characters. Fortunately as long as you use a Phoenix 
Down or a spell like Arise on a character before the countdown runs 
out, you can preserve them from permanent death. A batde is really 
only worth giving up on if you cant win it without losing a character 
that you want to keep permanently. 



Tbist GMsts.jbr intfinta 1 , arcgmng to diiappear jwn. 




17 































i 


AC^Wft AhtitlK 


So what kind of army is best-suited to meeting tile games 
challenges? With only five deployment slots (at most) to use in an 
battle, you frequently only get to field a tiny fraction of the total 
force of, at most, 24 characters available to you. When you are as 
late m the game as Subject A is, you can use almost anything you 
like. Even a character starting at level 1, like Cloud, can begin 
succeeding in battle and gaining levels provided there are stronger 
characters with him to offer protection and support. 


At the battle s end, the parry is going to be awarded a gil boj 
based roughly on the enemy's level and how difficult it was to] 
them. Even if Subject A and Cloud only got a few actions ini 
should both be level 2 characters now, and very dose to can-J 
vital starting abilities like JP Boost. After a few more hours 3 
doing random battles like this, they could easily be level 30 or J 
characters, capable of holding their own against most enemies] 




This is the general flow of batde in Final Fantasy Tactics. Allies I 
and enemies fake their turns as their CT bars fill, and take actiJ 
intended to damage the opposing side. Victory nets characters j 
and, in story battles, item bonuses in addition to whatever is stoj 
or gathered from defeated enemies on the battlefield. Winning | 
battles in Final Fantasy Tactics k extremely profitable, and losing I 
them only nets you a Game Over screen. Save frequently and 
challenge every battle you can. 


BUILDING YOUR 
ARMY 


Mote that when one of the defeated enemies' count-down reduces to 
0, its body disappears. In its wake, it can leave behind one of three 
things: a treasure chest, a blue crystal, or a special crystal. Chests or 
special crystals may be of a variety of colors, which simply indicate 
the type of enemy that left them behind. They do not Indicate item 
quality, as you might initially expect. 


A treasure chest contains an item, either a healing item in the case 
of most monsters or possibly a piece of equipment if the enemy 
was human. The equipment is usually something they were using 
themselves before they were killed, selected at random. Although 
this is less effective a method than just Stealing good equipment, 
you can still gain some useful items this way 


This kfhe Accessary tbeAitfa? urn carrying btftrt she mas defeated. 

A blue crystal restores a character’s HP and MP to foil when 
„ ; grabbed ’ anci sna ggj- n g one of these can completely mm around 
the course of a difficult battle. A special crystal, if left behind by a 
human, lets you choose whether to Restore HP/MP or learn one 
of that defeated characters abilities for free. This is the only wav in 
the game to learn abilities without spending JP, and you should take 
every' opportunity like this you can get. You can select the ability yo 
wish to learn from a shortlist that selects the defeated characters* 
abilities for learning essentially at random. 


If m successfully fid Up a Specie! crystal, ym skidd see. this memL 

Tor Subject A and Cloud, the battle is about over at this point. Most 
of the enemies are defeated or crippled by statuses like Toad. The 
stronger characters arc going to stand back and let them mop up the 
remaining die enemies. When ah of the enemies arc defeated, the 
battle ends and Subject A’s party is declared victorious. 


You need to spend the most care building your arniv early in the 
game, particularly i„ Chapter 1, when you have few characters 
at your disposal and none of them are going to be special story 
characters save Ramza. At this point in the game, you want to 
carefully tram characters up for the roles they will be assuming 
throughout your ^arae. 







































You want at least one character acting as Chemist at any given time, 
diree characters acting as physical attackers, and perhaps one character 
acting as a spellc aster* Eventually, one of t our physical attackers should 
become a Thiel and begin learning how to Steal, in preparation tor 
becoming a Ninja. Likewise, the Chemist role is eventually phased out in 
favor of defensive abilities like Auto-Potion, or the simple expedient of 
giving each character the Item ability 



A Chemist h vital early in the game, butev&ttuxBym need ft fidd m&r? potent c hsmtm instead. 


Raniza is likely to act as a catch-all during these early missions, especially 
in Chapter 1 when he can easily become a potent Black Mage and 
rapidly eliminate enemies that threaten the party. He can also, for 
instance, become a Chemist long enough for other characters to learn 
|P Boost and Focus as Squires, Once tire rest of the party is leveled they 
can move into other Jobs, and Ramza can earn his points tor Focus and 
JP Boost later. Ramza is better suited to mastering every Job in the game 
than most other characters, so even as late as Chapter 4 you may find his 
role in the party shifting wildly from battle to battle. 


Beyond these five core characters to see you through the. game, what 
von use in battle, is somewhat immaterial Generally you’ll keep your 
caster character throughout die game, but melee attackers are likely 
to end up replaced bv potent story characters like Agrias, Meliadoul* 
and Orlandeau, Your catch-all character may also remain in the party, 


especially if you use a female character in this role. She can become a 
Dancer, who is a tremendous help to any party in random battles if she 
knows abilities like Slow Dance and Forbidden Dance, 


Overall, vou want to recruit even' unique character who oilers to join 
your parly, and keep around generics that you have invested significant 
amounts of time and effort in. Note that any character in your part) who 
isn't a guest can be dismissed at any time. Also note that its possible to 
recruit new characters at any time, either from the Warriors Guild or by 
using the Orators Entice ability to convince enemies to join your part)" 
permanently. This brings up another subject about building your arm}' 
that needs to be discussed in detail: using monsters as part of it. 

Recruiting Monsters 

The first time a monster joins your party is in Chapter 2, when Boco 
the Chocobo joins your ranks. Chocobos are useful monster allies, 
in general, since you can ride them in battle (see the Advanced 
section for details)* Later, your Orator can learn the Entice ability 
to convince other types of monsters to join your party. What you 
quickly learn with Boco is that monster allies don’t spend the days 
vou invest in random battles just waiting around. 


The more time that passes with a monster ally in the part); the 
greater the chance that they can breed even more allied monsters 
from the same family 

The rules for monster breeding are fairly straightforward, and ! BASIC5 

getting monsters to breed requires no effort at all. It s. going to 
happen if any monster is left in a part}' with any empty slots tor any 
significant length of time* The times between adding a monster to 
your party and seeing your first egg are somewhat randomized, but 
at the most it should not take much longer than a week* 

In a random number of days (but never less than two) the egg 
hatches into a monster whose level is going to be, roughly a 
duplicate of the level of some other character in your party. So if 
there is a level 7 character in your party, an egg can hatch with a 
level 7 monster; if there is a level 35 character in pur party, an egg 
can hatch into a level 35 monster, and so on* So, it ? s possible for a 
monster caught at low levels to hatch units much stronger than it, 
provided your characters are still gaining levels. 



Although Boco is only Iwtl 11, bh offspring are at much higher acpJtriatatkmk 

Also, note that each monster family has three progressively more 
powerful species. For instance, there is the basic yellow Chocobo, 
the more potent Red C ho coho, and the very powerful .Black 
Chocobo. A weaker species can breed stronger species from the 
same family. For instance, the yellow Chocobo has a 71% chance of 
laying eggs that hatch into other yellow Chocobo, and then a 29% 
chance of laying Red Chocobo eggs. A Red or Black Chocobo has a 
57% chance of breeding yellow Chocobo, a 29% chance of breeding 
Red Chocobo, and a 14% chance of breeding Black Chocobo. Note 
that these percentages apply to every family of monster when it 
comes to how breeding works for the three species within it. Keep 
them in mind when you’re trying to breed a specific type of monster. 



The advantages of monster 
breeding are obvious* By using 
Entice, you can add any monster 
to your party" If you add, say, a 
Wisenkin or Hydra to your party 
and leave it alone to breed for 
a month or so, you may have a 
frighteningly powerful Sekhrct 
or Tiamat at your disposal. Since the young monsters gain levels 
based on how powerful your human characters are, there's no need 
to level up monster allies. Leave them alone, and they'll breed other 
monsters at higher levels than themselves. 


There j rmetbing ft be mid for havingjdsir 
very own Red Dragon, 
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USINGTH F 4 


Consult the table below to see all of the game & monsters listed 
by family and species. Remember that starting with a monster of 
the level 1 species is inevitably going to produce a more powerful 
monster of the level 3 species i! you just wait a month or so. 
Remember that all monsters of a given type have identical abilities, 
and you can easily see them all by checking the monster s status 
screen. 


MONSTER LIST 


Family 


lEMSHIH 

Behemoth 

Behemoth 

Behemoth King 

Dark Behemoth 

Bomb 

Bomb 

Grenade 

Exploder 

Minotaur 

Wisenkin 

Minotaur 

Sekhret 

Chocobo 

Chocobo 

Red Chocobo 

Black Chocobo 

Dragon 

Dragon 

Blue Dragon 

Red Dragon 

Floating Eye 

Floating Eye 

Ahriman 

Plague Horror 

Ghoul 

Ghoul 

Ghast 

Revenant 

Gobfm 

Goblin 

Black Goblin 

Gobbledygook 

Hydra 

Hydra 

Greater Hydra 

Tfamat 

Aevis 

Jura Aevis 

Steel hawk 

Cockatrice 

Mai bora 

Mai boro 

Ochu 

Greater Mai boro 

Pig 

Pig 

Swine 

Wild Boar 

Piscodaemon 

Piscodaemon 

Squidraken 

Mindftayer 

Great Cal 

Red Panther 

Coeurl 

Vampire Cat 

Skeleton 

Skeleton 

Bonesnalch 

Skeletal Fiend 

Treant 

Dryad 

Treant 

Elder Treant 


1 here's a potent disadvantage to this kind of monster breeding, 
though. Simply put, there’? no way to stop monsters from breeding 
while they arc in your party. If you happen to see monster eggs while 
checking out your party screen, you can destroy them, bur it’s not 
unusual for monster eggs to hatch before you even know they are in 
your party 

Monsters keep breeding untif you've filled up all of your party's 
character slots, too., At this pcfnt, it becomes impossible to add new 
characters to your party, even story characters, unless vou dismiss 
some of the monsters. If you want to keep a monster character 
like Roco in your party throughout the game, you are going to be 
constantly pausing to dismiss his offspring. 

Coupled with this annoyance is the fact that monster characters, 
even extremely powerful ones, generally aren’t ever going to be 
as powerful as a human character of equivalent experience level. 
Monsters always have fixed abilities and weaknesses, whereas your 
humans arc infinitelv customizable with equipment and abilities. 
Leveling up a human lets him or her gain JP that increases die range 
of their abilities, while monsters can only gain EXP, 

Its generally not worth it to keep monsters m your parry throughout 
the game. Even Boco may end up being dismissed, s im ply so you 
don’t have to deal with his offspring dogging up your Part} Roster 
screen. T his said, there are specific situations where recruiting a 
monster is a good idea, if only to prevent you from having to fight 
it. You are just, usually, going to keep these monsters in your party 
temporarily. 


The most compelling reason to recruit monsters is for poaching. It 
is generally easier to get the rare, items acquired by poaching rare 
monsters if you simply capture a member of that monsters family 
and begin breeding them. Then, just kill off your monster allies, 
who won’t put up any fight, until you get as many poached items as 
you want. Note that this method is essentially the only way to create 
the level 3 monster of the Pig family the Wild Boar, who yields up 
unique items when poached. Consult the Poaching section for more 
details about using this technique. 



BreedingDrugoiu u an,xtclknf itqr to acquit* the me Dragon WhkkrrmdDragon Pde 
items 4 


USING THE MAIN 
MENU 

All of the sophisticated management of Job classes, abilities, and 
equipment types happens through the Main Menu and the various 
sub-menus it lets you access. You can bring up the main menu at any 
location on the world map, by pressing the © button. From there 
the O button confirms selections and the ® button cancels them. 

A list of the options and tile sub-menus they open up follows. Note 
that some menu options arc more complex than others. 


Move 

Going somewhere In Final Fantasy Tactics is as simple as using the 
directional pad to move the cursor toward the location you want, 
and then pressing^ to confirm your selection. Raima automatically 
picks the most direct route to his destination. 
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Tbii if usually the easiest way logrt around the world map. 




















i prefer, you cun use the Move option at the Main Menu 


fittK&d- Selecting this option brings up a sub-menu that lists all of 
T-e ima 5 that you can currently travel to. Locations you need to visit 
Ivkance the story or a sidequest are highlighted in red, just as 
%ew would be highlighted in orange on the world map, 

irty Roster 


Fhis by far die most important feature of the Main Menu, and 

, ne void 11 use the most. It is through this sub-menu and the 
feath er sub-men us that branch from it that you’ll do most of your 
£&jracter and army management. 

When you select the Part}- Roster menu, you see a screen that looks 
—neb like the Lin it Ltst menu you can bring up during combat. It 
? you view your character stats the same way and highlight them 
wdi the directional pad in much the same way. If you press the ® 
—on, you even bring up a highlighted character's Status screen. 

■ the ® button when a given character is highlighted to bring up 
their Management Menu, This menu lets you adjust and customize 
(everything about a given character, hv branching off into a variety 
: powerful sub-menus. The parts of the Management Menu are as 
Allows. 

EQUIPMENT 

This sub-menu lets you Equip or Remove items from your character. 
Simply select the option you want, highlight the equipment slot you 
want to modify, and confirm your selection. Removing makes the 
,tcm initially equipped disappear immediately Equipping brings 
up a hst of equipment that could possibly lit in chat slot, with items 
drat pjirticular character cant use greyed out. , 

The Optimize selection may seem like a useful shortcut for quickly 
equipping a character, but be careful with it. What the AT decides 
is optimal sometimes bears little resemblance to what is actually 
useful to you In combat. For instance, it instantly tries to equip 
Flails and Axes to any class that can use them, but sometimes these 
weapons are barely worth using at all. It is generally a better idea to 
ignore the Optimize option and select your own equipment yourself. 
Note that after you change a character’s Job class, their equipment 
ts automatically “optimized”, so you should make sure you go into 
their equipment menu and change it into something that better suits 
vour current purpose. 



View List lets you view your entire item inventory, as sorted into 
varying tabs for Weapons, Armors, Helms, Accessories, and Items, 
This is useful both for checking on your store of items for your 
Chemist to use, and to just take a moment to get a general overview 
ofwhat equipment you happen to have on hand at the moment. 
Note that you can 1 : equip things to a character from tills menu, but 
you can use it to uncqulp Items from another character, or to simply 
discard items you don't want anymore, 

ABILITIES 

This simple sub-menu lets you assign and remove abilities 
from a character. Most importandy, it lets vou teach characters 
new abilities and check on their JP levels in their various jobs. 
Assigning and remoring works much the same way it does with 
equipment: highlight the action you wish to take and the slot you 
wish to modify. Removing abilities automatically empties the slot, 
while assigning lets you pick a different available ability from an 
appropriate list. 

Learning new abilities is a mote complicated process. After 
confirming your selection of the Learn option, you’ll go to that 
character's JP Menu. This is a simple listing of all of their Jobs, Job 
levels, JP needed to advance, and accrued JP. Select the Job you want 
to spend JP in, and you will move to a list of abilities associated with 
that job and their JP costs, separated into tabs for action, reaction, 
support, and movement ability types. 

Simply use the directional pad to switch between the tabs. Any 
abilities you can't afford to buy will be greyed out. Any selectable 
abilities can be purchased by highlighting them with the cursor 
and pressing tire ^ button. After that, you must confirm your 
selection again by selecting yes or no. After you have spent JP. you 
have lost those points forever and are stuck with the ability vou have 
purchased, so think about this decision very carefully. 



It's jif newily Autf ft) buy abilities ajicranuisfingbtsofpoints, so you don’t impulse-buy fheap 
ufnliiics thatore n at useJuL 


■"'BASICS 


i- c‘>:. 


Litiinptbc computer Optimize for vuri ian actually muh yottr dwmtm weaker. 
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JOB 

This sub-menu lets you alter a character's Job class. Selecting it 
brings up a ring of all the various Job sprites, and you can use the 
directional pact to sort through them. Whichever Job is currently 
highlighted is at the front of the ring, with its name and current 
Job level highlighted. Jobs a given character hasn’t unlocked vet 
are present* but greyed out and unselectable. Press & while a given 
Job is highlighted and you'll be given the option of changing a 
character's Job, Note that when between battles, you may change 
Jobs freely. Remember to rc-equip and, if necessary, re assign a 
character’s abilities after changing their Job, A star appears over a 
Jobs head at this menu if a character has learned all of its abilities, 
and Mastered it. 



Ckaagingjobs is absolutely easy* hut re^uippingyourchrtmfter after t&n hike a little time. 


DISMISS 


SORT UNITS 

This handy option can make managing your party a iitde bit easier: I 
Once you select it, you can opt to organize your party by: 

HUMBER: The characters' rosier numbers. A character is assigned 
the next available roster number when he or she joins the party. 

LEVEL: Organizes characters by experience level. Useful for grouping! 
together low-level party members and giving you an idea of who 
needs to do same leveling up. 

JOB: Organizes the characters by their current Jobs. This option is 
hard to use properly, since the way the computer chooses to sort by I 
Job is difficult to understand, 

BRAVERY: Sort characters by Bravery levels. Very useful for figuring I 
duI which characters are going to be among the best candidates for 
becoming Monks, or whose Bravery you may want to increase with 
an Orator. 

FAITH: Organizes characters by Faith level. Useful for figuring out 
who’s a good candidate tor acting as a caster, or grouping together 
low-Faith characters whose Faith you wan! to reduce. 

MAX HP: Organizes characters by their HP stal. Useful for figuring 
out who has the best equipment at the moment. 

MAX MP: Organizes characters by their (VIP slat. Useful if you want 
to manage all of your spellcasting characters al once. 

Chronicle 


Use this option when you decide you want to eliminate a character 
from your party: You arc probably going to use this to first dismiss 
Bqcq the Chocobos many superfluous children, but you may use 
it later in the game if you decide you don't want a given generic 
character anymore. After selecting this option, you have a final 
chance to confirm or take back your decision by selecting yes or 
no. If you select "Yes", you see the character's departing message, 
and dien they’re gone from your party lor good. Be careful when 
deciding whether or not to dismiss characters, since once you have 
dismissed a character you can never get him or her back. 


TOWNS* . 
CASTLES X 



Ym ran even dismiss story dniratten ifyw are tired of than 


This little tab becomes more useful the farther in the game you 
are. It organizes information about the game's story, characters, 
and setting. The default tab lets you see immediately how many 
characters you’ve killed (permanently as opposed to simply 
defeating), and how many casualties you have lost from your party. 
From there, you can select from a variety of sub-menus to explore 
information about your game in more detail. Your options are as 
follows. 

EVENTS 

This tab effectively summarizes 
the plot of die game thus far. 

Simply dick on an entry and you 
can re a d a brief text summary 
of what happened in that given 
plot event. It there is a cutscene 
associated with that portion of 
the story, you can choose to view it again by pressing the © button. 
This lets you share all of the game s best cutscenes with a friend, 
or go back and enjoy the game s story' over again at any time. Note 
that you can use this option to view some cutsccnes that you may 
otherwise not see, so check it regularly 



This wtectnewtb Mustadh and Besrudh, 
"Seekers of the Stew”* tan rnlyfo viewedfrm 
the Events menu. 
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s tab contains information about all of the many characters 
i e met or heard about in the course of playing Final Fantasy 
tzes thus far. By reading these profiles you can learn things about 
"iCtcrs that you may have otherwise never known, especially 
it comes to incidental characters and villains who appear 
slv in the story. 




FEATS 


X'. Feats tab keeps tracks at Errands you have sent characters off 
Information about Errands your part} - is currently attempting 
.--ears in the Present tab, and information about completed 
7 — aixds appears in the Past tab. Just select an Errand s name to 
weii about it in greater detail For more information about Errands, 
fapniult the chapter about Errands that appears later in this guide. 


Not necessary., but a pm fwy to recap the various sMfttoricj tb? Errands till 


ARTEFACTS 

: his tab lets you look at rare treasures you have acquired in the 
course of your game. This includes any Zodiiic* Stones in your 
possession, and the Scriptures of Gcrmonique. In fact, you can read 
the Scriptures at anytime by selecting them from this sub-menu. 
Also note that any special items your characters find whale on an 
Errand appear here, and can also be examines by selecting them 
from the list. 

Tutorial 

You can go to this rah at any time to get a refresher course on the 
dime's basic mechanics, similar to the information offered in this 
guide. Information is offered on the topics of the Party Roster, 
Battle, Wireless Plat; and then an assortment of Miscellany. If you 
cant remember how something works and don't have your copy of 
this guide at hand, go to this section and you can probably find an 
explanation that suits your needs. 



Data 

Simply the section of the Main Menu you go to in order to save 
your progress or load data from another save file. Note that it’s 
important to keep multiple save files around as you play Final 
Fantasy Tactics, since there's always the chance you'll want to go 
back to an earlier point in the game and make different decisions. 

Save files take up very little room on the Memory Stick Duo, so you J 
should be able to make as many as you like. 

f 

Options 

# 

This is the same selection of Options that you can access in the 
Combat Menu. Use this to customize things like the cursor behavior 
and text speed, until the controls in your Final Fantasy Tactics game 
suit your personal tastes- 


Yo u may want to change the amor movement type frothing upon starting a new game. 


TOWNS & CASTLES 4 

When moving around on the world map, a location highlighted in 
green is an area where random battles can take place, A location 
highlighted in orange is an area where a story event or battle 
is about to take place. This section of the guide is about areas 
highlighted in blue: towns and castles you can visit in order to buy 
equipment recruit new characters, or do a variety of other things. 
Random battles cant occur when passing over these areas, so they 
can be considered safe havens in a dangerous world. 


When at a town or castle location, 
tap the O button to bring up 
the Town Menu. There are, at 
most, four different main options 
that can appear there, although 
in most locations you only see 
die first three listed here. What 
you can do at each of a towns 
locations is covered below. 



This ii the town menu for Dorter City. Piute 
the Teachers Den option , not agitable in 
most cities. 
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Once inside a Tavern, you can pick a variety of options from the 
brief menu that appears there* Generally, you go to the Tavern as 
part of advancing sidequests, to send characters on errands, or to 
participate in the wireless two-player inodes of Final Fantasy Tactics. 


Tn the Tavern, there should be a new tab called Reports. Select it to 
hear your characters tel] you about what happened on the errand. If 
things were successful, you get some gil and all the characters get fpj 
and if you got any Artefacts you get to see what they brought back 
tor you. 


RUMORS 

Select the Rumors menu and any of the options that appear in order 
to [earn what people in Ivalice think of the plot events happening 
in FmalFantasy Tactics. You can also learn important backstory and 
other details by carefully listening to Rumors. Sometimes, listening 
to a Rumor is required to progress or unlock a given Special Event. 
Rumors update as you progress the story, so you should check the 
Rumors tab at the tavern every so often to see if you have unlocked 
anything new. 



Thu if one of the speck/ ns mom yvv have listen H in onter to mnat Rtihh'ter. 


ERRAMDS 


An errand is essentially a way to use characters to gain JP and gil 
without actually using them in combat. You can also use diem to 
gain more Artefacts. Sometimes your characters bring come sort of 
item back from the errand with them. These Artefacts cant he used 
or equipped, but it is fun to see how many you can collect. 


Sending characters out on an errand is quite easy. Go to a given 
location's Tavern and bring up the list of available errands. Select the 
errand you’d like your characters to go on. Then, you'll be given a 
list of your generic characters (only generics can go on errands), and 
' - can 5elect an y three to go on the errand. Different errands determine 
success by the Bravery Faith, or Job classes of those who were sent, 
so consult the exrands guide in the back of this book for information 
about specific errands. 


After selecting your characters, you are allowed to select how manv 
days you want to give your characters to complete the errand, and 
you pay a modest fee. Its usually wisest to pick the highest number 
the game allows you. The characters you select for the errand 
become unavailable until the number of days you specified have 
passed. Alter the specified number of days pass, go back to the 
location your characters left on the errand from. 


There is no limit on the number of errands you can do, but you canV 
do any errand twice. You can pass time quickly by walking back and ^ 
forth between safe town areas, then dash back to the right Tavern to 
see what they brought back. 

MELEE 

Select this option at the Tavern to initiate one of Final Fantasy 
Tactics two two-player ad hoc wireless modes, Tn this mode, vou 
can opt to have a friendly battle against another player, regardless 
of your respective levels or where you are in the game. Roth players 
have everything to gain and nothing to lose bv participating. To 
participate, both players must have their own PSP and copy of Final 
Fantasy Tact test The JVar of the Lions. 



This tntxene in Chapter I introduces the gomes okrdess optiern. 

The only attribute of the characters involved that permanently 
changes as the result of a Melee is JP Characters killed are restored 
at the end of the battle, as are items Stolen or Rent. In order to 
participate, each player has to pay a certain fee based roughIv on the 
current experience levels of his or her party. One player chooses to 
Host the battle, while another must choose to Join. A brief pause 
follows as the two PSPs begin networking. 

The Host gets to select what the rules of the battle should be. If 
you intend to play multiple battles with another player, then as 
a courtesy you should take turns Hosting. Alternatively, you can 
deride to let the player with the lower-level party Host, The options 
the Host must decide on are as follows: 


x - * .^40 
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9AP SELECTION: Decides whether the combat map will be selected 
I PMaiiy by the Host, or selected at Random. It is usually more 
■pncnribie to select the map manually, as this lets you avoid using 
■baps with severe vertical expanses or Poisonous Fen that could 
I pes^ne a lower-lever player. 

WE LIMIT: Set the Time Limit for the battle to 5 minutes, 10 
K •rates. 15 minutes, or choose not to have a time limit. There are 
sertam uses of Melee that work best with no time limit, but the option 
f la&sen should be whatever both players agree upon. 

r ACTION LIMIT: You can use this to set a cap on the total number of 
\ wr- ons each player gets to take. You can set ft to 20 t 40.60, or No 
L Unit. Action Limits are better when both players are high-level and 
F r a I-out batlle could drag out If you want to help a friend gain JR 
pdc No Limit 

SPECIAL CONTROLS: Use this option to determine whether or not the 
special multiplayer-only control features will be used. 

HAP PLACEMENT: Determine whether to place Traps on the 
jartfefiefd Randomly, Manually, or not at all. How to use Traps 
spends mostly on how you intend to use the battle, ff you just 
want to get extra JR turn traps off. If one of the two players is of 
a significantly lower level than the ether, then use Random trap 
ptecemenl to make the battle fairer. If both players are of roughly 
equal levels, Manual trap placement helps make the battle more 
.. competitive. Ultimately, both players should simply agree on 
whatever seems to be the most fun, 

HUMBER OF TRAPS: Set the total number of traps each player can 
piace, You can set the number to 2, 5, or 10. Haw many traps to allow 
m a battle is purely a matter ot personal preference. 

AftiTHMETICKS: This setting is used to determine whelher or not 
b each player will be allowed to deploy Arithmeticians or characters 
with Arithmelicks as a Secondary skill. Generally it is best to turn 
•is option Off in battles where a much strongei player is battling a 
weaker one. ff both players have Arithmeticians in their party, it can 
be fun to turn this option On and watch the carnage, 

RESTORE DEFAULT SETTINGS: Lets you quickly restore all of the 
Melee gameplay settings to Default, if you so desire. 

Press Stan when finished 
configuring the desired gameplay 
options. Then the Joining 
opponent gets to review the 
rides selected before agreeing 
t proceed with the match, or 
refiismg it. If Map Selection was 
set to Manual, then the Host 
[ proceeds to choose a Map, and the Joining player gets to review it. 

Next comes the deployment phase for each player* For this battle. 
Player 1 is mostly interested in acquiring JP for weaker characters, 
iow-kvel characters like Subject A and Cloud are going out to fight. 
Player 2 is graciously playing along, and is only going to field Ills 
level 44 Ramza. He could choose to field up to 5 characters, just 
as Player 1 is. Each player views their characters as Blue, and the 
opposing team’s characters as Red, 


Trap placement is turned on in this battle, but just for the sake 
of example* Each player can choose traps from a set of six: Death 
Traps, Hvpnogas, Sten Needle, Mines, Mossfungus, or Cursed 
Stone. Use the directional pad to select which tiles are going to be 
[ rapped, and die ■ and ** buttons to select which kind of traps 
to set. Use Remove to delete a Trap already placed. Battle proceeds 
after both players have made and confirmed their selections. 

The Act limit in this bank is set to 40, largely for the sake of 
example. Note that simply moving characters does not count as an 
Action, Since Player 2 has agreed to help Subject As part}' get some 
JP, he’s going to be gracious and have his Raima act as a passive 
punching bag. Subject A and Cloud are going to get most of the hits 
in, earning about 10 JP per strike. In a session with no time limit 
and no action limit, that offers the possibility of JP gain only limited 
by the patience of the two players involved, 



A/dh uffeti a chance In accmijPtn a %erv~thrzaten^rmmfnt,p&fttt fb? ncitify created 
chamdfn. 


Player Ts team took mote actions than Player 2, since Player 2 
agreed to be passive. When the 40 actions are up, even though 
Subject A and his team did barely any damage to Ramza, 
they get declared die winners. As the winning team, they pick 
three treasures, while even the loser gets to pick one* Rules for 
determining what quality of treasure you get to pick are contained 
in the more detailed section about Melee battles, contained later in 
the book. 

Fighting Melee battles with a friend is essentially a way to earn 
bonus JP and bonus treasures you can bring back into die single- 
player game with you. It can also be a fun way to determine who 
gets to have bragging rights when it comes to building up a powerful 
team of players* Fight Melee battles with friends whenever you can, 
and see how much bonus loot and JP you can earn, 

RENDEZVOUS 

If Melee battles are a chance to compete, then Rendezvous arc a 
chance for friends to work cooperatively in a two-plaver wireless 
batde against a group of computer-controlled enemies. Players can 
participate in any battle either player has unlocked in the course 
of progressing through the game, but note that enemies are going 
to be sealed such that their level corresponds to the most powerful 
character available between the rwo parties* This means that players 
shouldn’t attempt Rendezvous if there's a significant disparity 
between their party levels* The enemies will inevitably overwhelm 
The weaker player. 



Mekt mode continue the ongoing videogame 
Jrattir k/'KiVt'n Rid dud Bhif. 












Unlike Melee battles, players can acquire items during Rendezvous 
and take them back into their single-player game. On top of this* 
both players get rewarded with one to five items upon completing a 
Rendezvous, based on the Rank the computer awards them for the 
battle. Typically, winning in a shorter amount of time and defeating 
enemies quickly earns a higher rank than battles that drag out or are 
narrowly won. 

Rendezvous battles have a few default restrictions that cannot be 
lifted. Ari dime ticks can’t be used in Rendezvous battles at all, nor 
can the Poach ability'. If you Entice an enemy to join your party, 
he or she will fight for you, but doesn’t join either player’s party 
permanently. While a character whose KG countdown expires 
disappears from the battle, this character doesn't die. They simply 
can't be resurrected and cant participate any further in the battle. 
Any equipment stolen or rent during the course of a battle is 
restored at the end, just as in Melee battles. 

In addition to being scaled encounters, Rendezvous battles arc 
usually challenging battles built around a particular trick or using a 
particular ability. Both players should know which mission they’re 
likely to attempt ahead of time, and have characters on hand who 
are optimized for that particular challenge. While both players get 
full rewards for winning, a losing attempt doesn't gain either player 
anything. 

There are two places tn dais guide where battle data for Rendezvous 
fights are covered in more depth. The initial nine battles are covered 
in the w r alkthrough, because these battles, generally should be 
attempted while a player is working toward beating the main game. 
Rendezvous are good for learning about certain battle techniques 
: that come in handy while confronting the main story's major 
challenges, and even completing them at low levels yields useful 
rewards. 

The final six battles are covered in a special chapter devoted to these 
difficult post-game Rendezvous, along with general details about 
the rules for figuring out what types of reward you can expect to get 
for beating a particular battle. Note that the last six battles (Knights 
Templar, All-Star Melee, The Guarded Temple, Nightmares, Brave 
Story, and An Ill Wind) are tremendously difficult and should be 
among the last things you attempt in tire game. Ideally you want 
to try diem after compledng all of the other Special Events and 
Midlight’s Deep, with optimal equipment and characters who know 
lots of die game’s most potent abilities. 

GLOSSARY OF £jj v 

terms f As a final note about Melee and Rendezvous battles, completing 
these battles are the. only ways to earn the Fell Swords and Onion 
Knight equipment; required to make full use. of the Onion Knight 
and Dark Knight Job classes. If you desperately wish to use Onion 
Knights or Dark Knights in your game, then succeeding at the 
game's two-player modes should become one of your utmost 
priorities. 


OUTFITTER 

The Outfitter is where you go to buy and sell various types of 
equipment. What the Outfitter offers varies according to location, 
and note that what is available also updates periodically as you 
progress in the main game. There are certain Items that can’t be 
bought at the Outfitter, and many of these items are worth very 
little gil if you attempt to sell them* 



Despite being ii(d) a patent weapon^ the Glacial Gun is wortfi hardly any gil 

The process of buying and selling is relatively simple. If you wish 
to buy, select this option from the main Outfitter s menu. You’ll go 
to the Outfitters’ inventory menu, which separates the Outfitter’s 
wares into the four basic types of equipment for the five basic 
equipment slots: Hands, Head, Body, and Accessory. A fifth tab lets 
you purchase Items for use by a Chemist or someone with the right 
Items abilities. When you find an item you want to buy, highfight it 
and. then select what quantity of that item you want. Provided you 
have the gil to purchase it, your transaction is going to be successful. 


If you wish to Sell items, tire interface is much the same, only the 
inventor) 1 ' you sort through is an inventor)' of all the items you 
happen to ovm at the time* This inventory is separates into the same 
tabs the Outfitter's inventory uses. Note that you can’t sell items that 
are currently equipped to characters. Most items can be sold for half 
of their purchase price. 


An interesting feature of the Outfitter’s that you don’t want to 
overlook is the Fitting Room. Once you choose this option from the 
menu, you go into a screen much like the Party Roster screen you 
use to manage your army. Highlight and select a character to bring 


up the Fitting Room Menu. Once 
in the Fitting Room menu 
can opt to “Try On” anything in 
the Outfitter's current inventory, 
and sec what effect the item is 
going to have on your stats. If you 
don’t like it, use the “Put Back*' 
option to remove it from your 
character* 



Vtt Fitting iUm is most ustpdfhr outfitting a 
character yau arc just getting ready fp level up, 
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s can ; lLso use an Optimise command to immediately outfit your 
xcr with all of the "best 1 ' items from the Outfitter’s inventory, 

- this has all of the same problems inherent in the Optimize 
nd you can use in your own Equipment Menu. It is generally 
ignore the Optimize command and instead select your own 

raent. 

i you are finished in the Fitting Room, hit “Done”. This lets 
. riromaticaUy purchase any items you have Tried On without 
j Rack. Using the Fitting Room is an effective way to speed 
. the process of buying equipment, and to make sure that a 

'has all of the best equipment that can be bought at a given 
potnr in time. 

IVORS’ GUILD 

1 Wh=n you want to recruit a new character like Subject A into your 

- go to tiie Warriors* Guild. There you can opt to recruit a 

a. .i miy generated level 1 character. Select “Male Soldier** to generate 
j male character, and “Female Soldier 77 to generate a female. 


Press the ® button after 
generating a character, and you’ll 
have the option to Hire, DonV 
Hire, or View Info about the 
character. Hire Jets, you keep 
the character. Don’t Hire rejects 
them, and View Info lets you 
examine their Status screen. If 


J da*, nr. 

* Wbdt TypE Ci I TBCn 


BASICS 


You wont visit the IVsrrhrs' Guildfrequently, 
but the trips yon dc make there are important 


you choose to Hire a character, the Guild charges a modest finders 
fee, usually in the neighborhood oi 1500 gil. You can also go to the 
Warrior's Guild to change any monsters name. Note that you cant 
change a human characterV name at any time. 

POACHERS 1 DEN 

You can find a Poachers Den at the Trade City of Sal Ghidos, the 
Merchant City of Dorter, and the Port City ofWarjilis. This is where 
Items you Ye gained by poaching monsters appear. If you want more 
detail about the process of poaching monsters and the reward you 
get for doing so, consult the Poaching Guide that appears later in the 
book. Note that when you Poach a monster, the body immediately 
disappears and you hear musical fanfare to indicate vour success. 


LOSSARY OF TERMS 

z oi the most interesting new team res of Final Fantasy Tactics: The War of the Lions is the new translation. Playing off the fact that Final 
Fantasy Tactics Is a tale of Ivalices Middle Age, the new translation peppers the game's dialogue and terminology with authentic terms used in 
the real world’s Middle Ages. 


Sbu may not know offhand what some of these words mean, and sometimes figuring them out from context is difficult. To help appreciate die 
new translation, this glossary of terms covers some of the more unusual words that appear as part of the new game text. Consult it if you run 
across something in the game’s text that you simply don’t understand. 


jLXON.A term from Middle English that means “immediately", 

jy+jTHECARY: The medieval equivalent of a pharmacist. Since doctors 
•ere scarce in medieval societies, people frequently turned directly to an 
-hecary to find remedies for sicknesses or the treatment of injuries. 

Q. I CHE: This term refers to a hiding place where treasures, particularly 
cwels, are kept, 

CHATTELS An antiquated term for personal property, usually under a 
.-muon law system. In a medieval system of government, a noble could 
technically refer to his non-noble dependants as chattel. 

CHILIAD: A period of one thousand years. 

CHURL: A medieval term used to denote a peasant who has disrespectful of 
“i higher social classes. It became a general term of insult. 

CULL: A term for something that Is selected from a group. 

| TOVECQTE: A building that housed pigeons, who were used as a food 
source in medieval Europe. Only nobles were allowed to maintain dovecotes, 
so they became associated with wealth, 

FAIT: Used as an adverb or adjective, it Indicates an action done willingly or 
a person who is willing to undertake a particular action. 

FELL: As an adjective, used to describe something that is destructive or 
deadly. 

FINLAND: A certain type of wetland. Unlike bogs and marshes, which are 
fed primarily by rain and river water, a fen is created by groundwater that 1 s 
unusually near tile grounds surface. 

FETE- A French term for a festival or holiday, in English it often refers to 
oirticularly lavish and exclusive parties. 


FOOTPAD: An antiquated term for a sneaky thief, roughly equivalent to a 
pick-pocket or purse snatcher. 

GARRET: An attic-like room, jus t beneath the roof of a house, 

INEXPIABLE: A. term used to describe an action that’s absolutely 
unforgivable. 

JAPE: A joke, or the act of making a joke. 

KNAITl: An untrustworthy person. 

M I L K SOP: A term used to describe a very weak person. 

RUM-DUCHESS: An antiquated term for a cheerful, physically attractive 
woman. 

SEM An alternate spelling of “sir “ 

SWALE: An area much like a shallow valley, usually found between two hills 
or sloping areas. 

TOR: A rocky, weathered area found near the crest of a large hill . 

TRUEBORN: A person ot genuine birth. In Final Fantasy Tactics, this term 
is used to distinguish the sons of a legitimately married couple, like Dvcedarg 
and Zdbaag, from someone like Rimza, who is the product of an affair 
between his noble father and a woman other than his legal wife. 

UNDERCROFT} An underground room comparable to a cellar or basement, 
built beneath castles and used for storage. 

WAIN: A medieval can, usually of simple construction and used for 
Transporting trade goods or iarm produce, 

WEALD: An antiquated term used to refer very large, very old forests. 
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The Final Fantasy Tactics Job System is an intricate weave of combat classes and special abilities, brought together with numeric calculations. Whenever one Jl 
vm,r units initiates an action, job Points (JP) are obtained, which can be used to gain new abilities within that character's current job. Once the unit in question 
gains i specific amount of JP t their job level increases and unlocks new 
jobs for further enhancement. Each job offers various abilities in die areas 
j combat and support. Your goal as a player is to use these capabilities as 
effectively as possible. The goal of this section is to help you learn more about 
the Final Fantasy Tactics Job System in an effort to create the best units 
possible. 


-!- 



JOB; CHANGE FLOWCHART 

The 1*1* table on the right shows the Icvd dim cmdn jobs need to be in order to open , new job. Connected lines between jobs represent die combination of 
jobs needed to unlock another. Any Job level labeled as “Mister" means that the character has learned every skill the specific job has to offer. 

Job Level Chart 

Raising a unify job Level is required to obtain new jobs. A unit's Job Level is dependent only 
on rhe total JP the unit has gained for that job. In this respect. Job Level is separate from the 
"Mastered" designation, which appears when a unit has learned all available abilities within a job. 

O The Onion Knight is quickly made available by raising both a level 6 Squire and a level 6 
Chemist, but obtaining a "True" Onion Knight requires you to master any 14 jobs. Mastering the 
Squire, Chemist, Dark Knight, or the Onion Knighi does not count towards this requirement. 


PA 


fife* 5 


Job Level 1 0 total JP 

Job Level 2 

200 total JP 

Job Level 3 

400 tola! JP 

Job Level 4 

700 total JP 

Job Level 5 

1100 tote UP 

Job Level 6 

1600 total JP 

Job Level 7 

220D total JP 

Job Level 8 

3000 or more total JP 

DATA 



JOBJPOINT ACQUISITION DATA 

JPfe tMoed ■JW"*"’ one characters ««***. easts a spell, or uses an ability of any sort. The amount of JP given is calculated with this equation: 

8 + ([Current Job Level $ 2] + [Character's Current Level + 4]) - Job Points obtained. 

This number can be increased by equipping the Squires JP Boost ability, which raises the amount of JP gained by 1.5 (50%). This ability is earned through the 
Squire Job, which is one otthe two starting classes that are initially available. Iris higlily recommended thatyon obtain JP Boost as earlv as possthlc to help 
improve the speed at which JP is acquired. ' * 




JP DISTRIBUTION SYSTEM 

<^1 


The Job Point system has a very special characteristic that causes 25% of the 
JP earned by a specific job in battle to be distributed to the other allied units 
on the held. For example, if a Knight in your group earns 40 JP, 10 JP will 
be distributed to the Knight job of every other character participating in the 
batile. This JP is given to every character, regardless of whether or nor they 
can use the job yet (meaning JP is never wasted). In this way you can use 
units with a particular job (Knight for example) to influence other units that 
may be better suited for die Knights career path, in essence, units can gain JP 
for a class just by being around units that are already performing the duties of 
that job. 

Tire same idea can be applied to raise one job's JP rapidly. If you enter 
battle with a party that consists entirely of one job T the JP earned by every 
unit will be distributed amongst everyone else, earning a lot of jP for a 
single job. Essentially this means that ever}" unit on the field gains JP when 
anyone within your group initiates an action. Conversely you should battle 
with .i larger variety of jobs if you are looking to earn JP for multiple jobs 
at a time. Keep this In mind whenever you enter a batrk for the sake of JP 
accumulation. 


JP-Distribution-Notes 


1. All members of the attack team earn 25% of the 
JP earned by the job used by other units (except 
for unconscious units). 

2. The distributed JP is not increased by the ‘'JP 
Boost" ability. 

3. You can earn JP for jobs that you are still not 
able to change into. 
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3. Have learned attack Action Abilities that can deal damage directly 
to enemies. 


iJElfiRQRliEBjBEOOJBEMESiTLg 


1. Able to break or steal enemies' equipment. 

2. Able to equip a long-range weapon, and be able to back up 
attackers if necessary. 

3. Have learned Action Abilities that can raise and lower stats. 

4. Have learned Action Abilities (hat can afflict allies and enemies 
with various statuses. 


JU-S 

JOBfAFFINITY & 
ABILITY GUIDE 

Once a new job has been obtained, not only can you use the job itself, but von 
can also assign the matin ability set as a secondary stash of skills to other jobs. 
This enables you to use two sets of abilities from two different jobs. With 
the capacity to select various sets of skills from numerous different jobs, there 
is a whole world of ability combinations that can he equipped to bring our 
beneficial effects. The next section illustrates several examples of how to best 
use the job system's capability to combine skills. 


Match Abilities That 
Complement Your 
Method of Fighting 


Tii ere are two basic types of units in the game. There are a crackers that can 
use their abilities to assault enemies with physical attacks or magiek, and 
there are support units that can be used to help other units and impede your 
foes advance. Both unit types require a specific set of attributes, classified as 
either an attacker or supporter. These attributes are listed in the following 
table; matching jobs and abilities to these conditions is a fine place to start 
your ability matchmaking. 


2. Able to equip Knight Swords, fell Swords, Spears, the “Brawler'' 
ability, and other highly-damaging weapons and abilities. 
















Example Ability Sets For Magickal Attackers 



fbmfr pn irin; when creating an arrack unit, is to give them a job that 
Kfe c_ch statistic adjustments to Phy sical Attack or Magick Attack. The 
pit ' _ to handle is equipment. Physical Attackers should be equipped 
Bh i damage weapons, while 
^Ek=l Attackers should choose 
■n_r- ihiz boost Magick Arrack, 
ickcting armor, don't 
r* 4-ir- ^-ir HP boosts. Focus on 
rtats that are affected; 
that raises Physical or 
Arrack is guaranteed to 



Jobs Well Suited to Attack 

Physical: Knight, Monk, Dragoon. Ninja, Dark Knight, Holy Knight, 
S-.vurd Saint, Divine Knight, Sky Pirate 

Magic kali Black Mage, I ime Mage, Summon er, Skyseeg Ncther.sccr, 
Dragonkin 

Example Ability Sets For Physical Attackers 

v ' 

Dual Wield + Teleport ■'» 

I 

T'a disadvantage of Dual Wields two consecutive hits is that they are 
I Bpsth avoided with a shield. To remove rids factor from the equation, the 
■adec unit using Dual Wield must attack their enemy's back. Try equipping 
| jfcc Teleport ability to your attacker, which makes it easier to move behind 
tr enemy unit. Also, equip accessories that improve Move to increase the 
' ockb >f a Teleport success. 

Mana Shield + Manafort 

B - ■. -uise most physical attack units rely almost entirely on normal attacks, 
they rardy have much need for MP. Maria Shield takes advantage of unused 
MP and utilizes it as an effective means of protection. With Mansion,t set 
i w rejuvenate MP while moving, this ability combination can keep your safe 
[ Bom harm. 

Holy Sword, Unyielding Blade, or Darkness + 

Attack Boost or Vehemence 

The special abilities used by Agrias, Meliaduul, arid Dark Knights do 
i -a: inflict damage in the same way that a spell does. They are essentially 
' Phelical attacks thar strike from a distance, so abilities like Attack Boost and 
Vehemence work to increase their strength. Keep in mind that Vehemence 
sacreases both the damage you give and receive by 1.5, so watch your H P 
reserves closely. 


laido + Arcane Strength 


Not only does the laido skill set discriminate between allies and enemies, the 
damage it inflicts is calculated with Magick Attack. It even happens instantly 
and without casting time. 1 his makes it air excellent hr tor spell casters. 
Adding Arcane Strength to the equation increases kido’s damage by 1.3 
(30%). 

Ariihmeticks + Arcane Strength 

This incredible combination Is considered by many to be the strongest for 
spell users. Arithmeticks enables the caster to hit multiple enemies on the 
held with a spell far zero MP and zero charge time, When combined with 
Arcane Strength, it's often possible to eliminate an entire enemy force in a 
single turn. Make sure to learn all of A ri thine tick’s calculations to make the 
most oi this useful skill set. 


^ CHARACTERS 
MOBS 


Summon + Shirafiadori + Swiftness 


Summon Magick contains a wide array of powerful abilities that intelligently 
arrack only enemies, but the time it takes to charge them hinders their 
effectiveness dramatically. The solution to tills problem is to equip the Time 
Mages Swiftness skill, which shortens charge time. Even if you arc attacked 
while charging, the Shirahadon abilities can nullify most of the attacks vour 
enemy can throw at you. 


Sky Mantra or Nether Mantra + Swiftness 

This combination, which is specific to the Skyseer and Netherseer, speeds 
up the casting time of their unique spell sets. Because of the erratic nature 
of these spells, drey often miss targets altogether Improving their charge 
time allows you to use them more frequently, making the use of these spells a 
gamble that is worth taking. 



The supporters role is comprised of healing allies and increasing batde 
advantages with status effect spells. Since more rums equals more chances 
to support their allies, it is recommended that you equip your support units 
with items that raise their speed. Additionally, the success rates for abilities 
are determined by specific stats, 
so it is important to raise the ones 
that affect die abilities that the 
unit will be using. Magick Attack, 
in particular., is very important for 
enhancing the effectiveness of most 
spells. 
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Jobs Well Suited to Support 


Chemist, White Mage,Time Mage, Thief, Orator, Mystic, Bard. Dancer, 
Machinist, Templar, Soldier, Sky Pirate 

Example Ability Sets For Supporters 


While Magic Its + Swiftness + Mar a font 

Thi= is the basic foundation for early support mages. Swiftness enables units 
to use healing magick more often, thereby helping nearby allies more easily 

Items + Throw Items 


Items, which are usable at the very beginning ol the game, have no activation 
time, do nor use MP, and never miss their target. Once you've extended your 
throwing range with Throw Item, dll your inventory with a steady supply of 
X-Potions to make any unit capable ol support* 

Arts of War + Concentration 


Similar to Steal, Arts of War skills are affected by the enemy's evade rate. 
Equipping Concentration to vour support unit effectively negates evade 
entirely Increasing the accuracy of these abilities. When attacking enemies 
with this combo, be sure to use Rend Weapon first to take away the enemy's 
offensive capabilities. 

Arts of War + Dual Wield 


The Arcs of War receive the same exact benefits that normal attacks receive 
from Dual Wield. Because the effects of these skills are activated twice, status 
inflicting strikes are much more effective. For example, using Rend Speed 
with Dual Wield equipped, assuming both lilts connect, can lower a target's 
speed by up to 4 points. 

Steal + Concentration 


Not only docs Steal have a naturally low success rate, but it is also affected by 
an enemy units evade rating. In order to improve your stealing chances as 
much as possible, equip Concentration to the user to eliminate the enemies 
evade statistic from the equation. This enables you ro Steal without the 
worry of which direction they'are facing (which affects their evade rare). 

Bardsong or Dance + Vanish 

This combination works by taking an enemy hit after starting a song 
or dance. Doing so causes Vanish to cast Invisible on the wearer. When 
this happens, enemies will start to ignore the Invisible unit, enabling 
them to sing or dance until the end of battle. Remember that 
performing a new action while Invisible cancels the effect, so make 
sure to only move (or wait) to ensure that the property stays active. 










OW TO USE THE INDIVIDUAL JOB PAGES 

r contains a detailed description, of each ot the jobs available in Final Fantasy Tactics. The data 

: can be a little overwbdirting at first glance. Read over this section to gain insight on the data provided. 


Job Info 


Job requirements and the type of equipment Ihe job can 
carry are shown here. This area also covers the other 
: asses that need the job to open up the class. 


Mobility Stats 


Move: The job's base movement stat Indicates how many panels the units can travel 
per turn. 

Jump: The job's base jumping stab Indicates how high a unit cart leap. 

C-EV: The job’s evasion rating. Dictates how often the unit dodges physical strikes. 
JP Master: Shows the amount ol JP needed to obtain every skill for a job. 
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Ability Data 


This is a M ol obtainable abilities for the job, including Action. Reaction, 
Support, and Move abilities. The following table is an example ol what 
you'll find in each Job s ability section. 


JP: The amount ot job Pouits needed to acquire the skill. That specie amount ol JP is lost 
when die skill in question is obtained. 

MP: The amount of Magic* Points needed to cast Ihe speti. 

SP: The speed rating for tho ability. The I anger the number, ftie faster the ability occurs. 


© 


Character Statistics 


This section shows the growth strength lor 
the job’s major statistic types: Hit Points 
(HP), Magick Points {MP}, Speed (SP), 
Physical Attack, and Magick Attack, Each 
parameter is measured with a letter rating 
system, S+ being the highest, and D- being 
the lowest The higher the letter, the more 
that slot increases per level. 


© 


Job Overview 


This area wilt cover the job's major assets 
and objectives. 


© 


Tips 


General tidbits that cover tactics and notes 
for the various abilities the job has to olfer. 




Black Mage JP 

MP SP Range Effect 

^B\ 


Thunder 


50 


6 25 


Lightning elemental magick attack. 


Range: Shows the targeting range for the ability in question, note that dlls is not the hit radius, tf Hie 
number is 3 for instance, die attack's targeting field extends in a diamond-shaped formation from 
the character by 3 panels. A number foitowed by the word lines* indicates that die technique's 
targeting range is In the form of A lines of panels that extend out from the character from every 
side, mnumbei surrounded by parenthesis shows the maximum height that the first numberwifi 
target. Anything tabeled as "Self targets only the caster. 

Effect A brief description of what itie e&rfily does. Tnis covers status effects and other notes. 
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QUIRE 


C-EV Jp Master 


1670 


HP 

MP 

SP 

JPhwsATK 

IVJagick ATI 
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Job Overview 

# 

15 xhe basi ^ startin £ ^ varied towards dose-quarteis combat. This job is not meant to act as an elite fighting unit, but as a bridge to other 

SQUIRE J ° bs - 1 evdin S » IS required to gam access to Archers and Knights, which branch off and lead to other jobs. With that said, the Squire’s abilities and statist I 
^ OWth ** weak - YoL,r fwus &hf,dd not b * on * e ^ but ™ obtaining a few of the Squire’s worthwhile abilities before moving on to a different class, ' 

Counter Tackle ( for instance, ss rhe weakest form of Reaction Ability but its cheap JP price makes it worth using until a new ability becomes available. JP Boost 
is one of the most useful abilities in the game for amassing Job Points quickly. Focus is used in combination with JP Boost to help gain ATK> EXP, and JP when 
there is a break in combat (refer to Tip #2 in this section), Alsu, you may wart to learn Move +1 to add a mobility boost until better movement become available. 

STONE 

^ The Stone ability often knocks an 

enemy backwards one panel. Initially 
this only serves as a means of 
poshing dangerous enemies away 
from you. The knock back can inflict 
extra damage to an enemy if it pushes 
them off of a high cliff. The damage 

deaft rs massive, often defeating enemies in a single shot. Keep in mind that 
damage is only inflicted if the distance they fair is greater than their jump range. 


Focus raises your Squire's ATK 1 
point. There is no limit to the amount 
of times this ability can be used, 
since each additional AT stacks on 
top of the last Being that the use 
of the ability Is always successful, 
experience and Job Points are 
obtained every time It is used. With that said. Focus can be used indefinitely to 
repeatedly gain EXP and JR To put this tactic into practice, take con trot of the 
final enemy on a battlefield with the Steal Heart ability to Charm them. While the 
enemy is Charmed, repeatedly use the Focus ability to gain JP and EXR 


Fundaments JP 

MP 

SP Range i Effect 

FOCUS 

300 

0 

0 Self Raisas units ATK by 1 

Rush 

80 

0 

q 1 . Weak tackle attack, 

causes knock back. 

Stone 

90 

Q 

0 4 Weak projeclife attack, 

causes knock back. 

Salve 

150 

0 

g hj Darkness, 

Silence and Poison. 

m 

jp 

Effect 

Equip Axes 

170 

Equip Axe regardless of Job. 

Beastmaster 

200 

Nearby allied monsters gain abilities,* 

Defend 

50 

Action Command used to lessen damage from 
attacks. 

JP Boost 

250 

Gain 50% more JP in battles. 


* Works only with monster directly next to unit, and wirh an elevation 
difference of 3b or less* 


Range Effect 


Counter Tackle 180 Phys. 1 ( 1 ) Retaliate wiih a Dash Attack 


Move +1 


Move Up +1 


Desprte its poor damage output, 
the Rush attack has a 100% hit rate 
and does not bigger Ihe Counter 
ability. This makes it useful for safely 
removing Confusion or Charm from 
a friendly unit (hit your Charmed 
ally with Rush), The attack power 
far Rush also increases to 1.5 Its normal amount when used with a Monk. Like 
Stone, Rush also occasionally knocks your enemy 1 panel away from you. 

34 ■ Oulside of knocking enemies off cliffs, the knock back effect even cancels spell 
charging periods. 


. R eco m m e n de d,S ki II. S et> 

Items y Counter Taekle.JP Boost, Alove +i 

The focus of this job s^rup is designed to give n Squire so-ine 
valuable combat skills while von are budding job Points. The 
4 . Items sub ability is. obtained from the Chemist job. Ir am be 
. chosen from ihe outset because it can be selected and learned 
- from the. other starting class. Use the little JP you have available 
■. ■ to learn Potion and Phoenix Down, These items can be used n n 
great dTeer in early battles to support weakened allies. 


None 


I? f Hats, Clothes 


1670 JP (Note; Some major characters have additional moves 
that wilt require more JP) 


=ES*a< 
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k of the Chemist as a military held physician- They support allies bv 
Tying an assortment of healing items onto the battle field. With the right 
r— learned, they tan cure any friendly unit’s status ailment or injury by 
r items from alar. 

re being the bridge class for other support jobs, the Chemist job 
te plenty of bonuses that set it apart from later professions. The Throw 
err. ability is instant, it doesn’t fall victim to casting time or MP usage.. 

onaBy Chemists can equip Guns, which gives them a stronger combat 
^r^ence over that of a White Mage or Time Mage, The only downside to 
±c Chemist profession Is the amount of Gil used to keep a full stock of 
r—and their inability to support multiple allies at a time. These factors, 
m combination with their weak attack power, cause the Chemist profession 
\mbft ehind other jobs in the later chapters of the game. 


still, the Chemist is a necessary job to fill. Aside from its statistic 
j? t*» t h that naturally makes it the perfect starring point for a future spell 
ester, several abilities are worth learning for later use. The Treasure Hunter 
*s5ty is necessary for obtaining rare items hidden on specific panels on the 
bitriefielrL Safeguard is the only guaranteed way ro protect against stealing 
■mid) or Rend abilities (Knight). Last but not least, l^ie Auto Potion 
aeacrion ability Is one of the most powerful defensive options available to 
supporting class. It is important to take the time and learn the necessary' 
Entries of the Chemist profession before moving on to another job. 

AUTO-POTION NATURAL SELECTION 


HP 


MP 

SP 

PhysATK MagickATKl 

C+ 


C 

B 

c c 

I Items 

jp 

MP SP Range 

Effect 

Potion 

3D 

0 D 

1 

Use Potion. Cures 30 HP 

Hi-Potion 

200 

0 0 

1 

Use Hi-Potion. Cures 70 HP 

Rollon 

300 

0 0 

1 

Use X-Potion. Cures 150 HP 

Ether 

300 

0 0 

1 

Use Biter. Refills 20 MP 

Hi-Ether 

400 

0 0 

1 

Use Hr-Elher, Refills 50 MP 

Elixir 

900 

0 0 

1 

Use Elixir. Both HP and MP fully 
restored. 

Antidote 

70 

0 0 

1 

Use Antidote. Cures Poison. 

Eye Drops 

80 

0 0 

1 

Use Eye Drop. Cures Darkness. 

Echo Herbs 

120 

0 0 

1 

Use Echo Grass. Cures Silence. 

Maiden's Kiss 

200 

0 0 

1 

Use Maiden's Kiss, Cures Toad 

status. 

Gold Needle 

250 

0 0 

1 

Use Soft. Cures Petrify, 

Holy Water 

400 

0 0 

1 

Use Holy Water. Cures Undead and 
Vampire status. 

Remedy 

700 

0 0 

1 

Use Remedy. Cures ail status 
ailments. 

Phoenix Down 

90 

0 0 

1 

Use Phoenix Down. Revives dead 

units. 

I Reaction 

JP Trigger 

Range Effect 

Auto-Potion 

400 HP Drug. 

i 

Use weakest available Potion 
when hit. 



EfflTffll 

Throw Items 
Safeguard 

Reequip 


Treasure Hunter 


JP Effect 


350 

250 


Throw Items at a range of 4 , regardless of Job. 
Equipped Hems cannot be Broken or Stolen. 
Action Command used to change Equipment in 
Battle. 


100 


Find hidden Items after 
moving. 


>Potion is one of the more reliable reaction abilities for support classes. The 
art equipped with it Immediately uses the weakest HP restoring potion in your 
itfentory whenever they are hit If you sell off all of your weaker potions, keeping 
||xh ihe stronger ones in your inventory {like X-Potions). Auto-Potion can make 
i units virtually Invincible. 


I^^^TTmendedgSJkMb SejU 

Arts of War, Auto-Potion, Concentration, Igtiore ElevatwTi 

Since■ thc Chemist job. already bosses strong supp ore capabiIi ties , 
lathisskillset k focuses on improving a Chemists battle ability 
during the early stages of the game. Assuming a Gun is 
s&i 'equipped. Concentration improves the accuracy af the Arts of 
^r\faar abilities, its well as normal Gun shots. With both equipped, 
a Chemist can disarm or weaken an enemy unit before they r'ovc 
A. in to attack range. Ignore Elevation enables a Chemist to move 
^•around to a desired firing position without worry. With Auto- 
. . . Potion, the majority of the damage dealt can he shrugged off 
withie5tGratrve potions. 
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Job Overview 

The Knight Job carries a11 of the physical attributes needed to dish out big damage with sword strikes and is an excellent choice for dose-quarters combat. 
Knights have ultra-high Hi 3 and Attack ratings^ and have the ability to equip some of the strongest armor and weapon types available. 

Knight’s have the unique ability to target an enemy’s strengths and weaken them through calculated attacks. This skill set is referred to as the Arts of Wat and 
they indude all of the "Rend" abilities. The Rend Speed, Power, Magick, and MP abilities permanently lower your foe’s statistics. Rend Power and Rend Speed 
are particul ar ly useful because of the importance of these statistics for most units. For example, using Rend Speed against a dangerous enemy increases the time i 
takes for them to take their turn. -- 


KNIGHT*^ 


The Rend Weapon, Shield, Armor, and Holm abilities completely destroy die item 
that your enemy is wearing. Though most of these options aren’t a huge asset to 
your ranks, the Rend Weapon skill can completely crush a melee units ability to 
attack you effectively. Specifically, destroying 8 Holy Knight s weapon eliminates 
their ability' to use their Holy Sword skill set, which consists of some of the most 
feared attacks available for a melee unit. 


M 


Range Effect 


K 

ARCHER t> J 

mm* < 




REND SPEED FOR GREAT GAIN AND PROFIT 

Rend Speed is useful for increasing 
the accuracy of the Thief job steal 
abilities, The percentage of whether 
or not an item is stolen is based 
directly on your victim's speed rating. 
The lower your foe's speed rating is. 
the higher the chance of a successful 
steal. Repeatedly use a Knight’s Rend Speed skill to significantly lower your 
victim's speed rating. When ready, move in with a Thief to go for the big heist. 


A * T • 

r 


Reed Helm 

SOD 

D 0 

1 

Destroys Helmet. 

Rend Armor 

400 

0 0 

1 

Destroys Armor. 

Rend Shield 

30D 

0 Q 

1 

Destroys Shield.. 

Rend Weapon 

400 

0 0 

1 

Destroys Weapon. 

Rend MP 

250 

0 0 

1 

Lowers target's MP 

Rend Speed 

250 

0 0 

1 

Lowers target’s Speed -2 

Rend Rower 

250 

0 0 

1 

Lowers target’s ATK -3. 

Rend Magick 

250 

0 0 

1 

Lowers target's Magick 
Attack -3. 

Ull.I.MMB 

jp 

Effect 



Equip Heavy 

Armor 

500 

Equip Armor regardless of Job 

Equip Shields 

250 

Equip a Shield regardless ol Job. 

Equip Swords 

40D 

Equip a Sword regardless of Job. 


Reaction JP Trigger Range Effect 


EQUIPPING SWORDS 


Parry 


200 Weapon None Use your Weapon Evade. 



As one might expect the Knight's 
Equip Swords ability allows ary 
class to equip a sword. Since the 
Dark Knights Felt Sword ability set 
requires a sword to use it, the Equip 
Sword ability enables any class to 
take advantage of one of the most 
powerful ability sets in the game. 


DUAL WIELDING THE ARTS OF WAR 

The Ninja's Dual Wield ability 
compliments the Knight's Arts 
of War abilities perfectly. With II 
equipped. Rend skills are performed 
twice, increasing the possibility of 
successfully hitting with the attack. 
This also doubles the stats lost from 
the Rend Speed, Rend Power, or Rend Magick abilities. Rend MR for instance, 
can drain almost alt of a caster’s MP pool in two strikes! 



iRecommend —- 

0 Jump, Pint Strike, Dim] Wiehl, Telepart 

•- r fi fty 

Tbe addidon of tlie N jtijsis Dual Wield skiII a > e 1 ip !:t r l e: 1 1 < rhe 
Ktlight s' strength s. Wi th i i equipped, b u th p: iys k .d a\ :.V. s &i i J 
Rend skills are performc d twice, The Jump abi 1i ty has I*' eci ■ 
.^dded to make the Knight a-dam aging long r.ingf: c-p": First 
Strike ioms die grouping naturally by focusing tie knight - 
d&fei istve option $ into an aggressive conn re r atr ack. Final ly. 
TtdepOlt:gives tfiti Knight an effective answei tar moving Into 
attack range swiftly and effortlessly. 
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5600 JP 


jD6j STATIST1 QSj 


L 

C 


C-EV JP Master 


10 


5600 


HP 

MP 

SP 

PhysATK MagickATKl 

B 

D+ 

B 

A- C 


Job Overview 

Zjak^cd to fight from a safe distance, the hawk-eyed Archer job uses bows and crossbows to fire at adversaries from long range. The range an Archer can shoot 
—bhs changes depending on how high they arc on the battlefield. The higher the elevation, the further they can fire. This alone is the only ability that makes them 
Bxzd c ut from other classes. When placed at a high vantage point, the Archer can damage incoming units with arrow shots well before they get close enough to 
ks threat. 

A- rers also have the “Aim” ability' which increases a shot's Attack Power in exchange for lost turns. The damage output from these attacks, especially Aim +10 
Aim +20, arc almost as threatening as a Black Mage spell However, the increase in charge time is so massive chat any enemy with an average speed rating 
^ be able to move before the shot is even tired, This makes any Aim ability higher than +3 very' difficult to use effectively. 

'.-fortunately Archers lack the serious damage output needed to contend with other job types. In addition to this, die Archers Bant ability' completely nullifies 
>mmd crossbow shots, making them useless against any unit that carries the ability. The combination of these problems makes the Archer a weak job during 
stages of the game. In the same manner as the Squire, the Archer job should be thought ot as a bridge that leads to other job types. Use your umts time 
e in Archer to obtain the Concentration and Adrenaline Rush abilities. Both of these abilities have many uses wirh other class types. 


CONCENTRATION 


Outside of Improving the accuracy of 
your Archer s shots. Concentration 
is useful for Increasing the success 
rate of a Thiefs.Steal abilities. It 
eliminates your opponent's ability 
to factor in flliir speed rating and 

__ possibly evade the attack. Although 

m doesn't guarantee the success of the Steal command (since the Steal ability 
Eed has a low success rate), it improves the chances for a successful steak 

EQUIP ARTS OF WAR! 



Aim JP 

IBP 

SP 

Range 

j Effect 

Aim+1 100 

0 

0 

1 

Change power or attack by +1. 

Aim+2 150 

0 

0 

1 

Charge power of attack by +2, 

Aim +3 200 

0 

0 

1 

Charge power of attack by +3. 

Aim +4 250 

0 

0 

1 

Charge power of attack by +4. 

Aim 4-5 300 

0 

0 

1 

Charge power of attack by + 5. 

Aim +7 400 

0 

0 

1 

Charge power of attack by +7, 

Aim +10 700 

0 

0^ 

1 

Charge power of attack by +10. 

Aim +20 1000 

0 

0 

1 

Charge power of attack by +20, 


Reaction i JP 

Trigger | 

Range j 

Effect 





Adrenaline Rush 
Archer's Bane 

K93 

Equip Crossbows 
Concentration 


Jump +1 


900 HPDmg. 1 Speed up +1. 

450 Arrow None Negates Bow/Crosshow attacks. 

C 


JP Effect 


350 

400 


Equip a Crossbow regardless of Job. 
100% success rate with Pttys. Attacks, 


200 


Effect 


Jump Op +1 


The Knight’s Arts of War ability set can also be utilized with bow weapons. When 
sguipped as a secondary skill, this enables the Archer to break an enemy’s 
moment from a distance, This is a very effective way of safely weakening an 
before your other melee units move in to finish them off. It is wise to equip 
Concentration to increase the overall effectiveness of this tactic. 


W Arts a[War f Shirahadori, Concentration> Move ±3 


Although simplistic, this line up focuses on the Archer's inherent 
abilities and Improves upon them. The Aits of War abilities 
grant the Archer the opportunity to weaken enemies froiu afar. 
CojlCiehtTUtion improves the accuracy of these techniques, while 
Shirahadofi offers an effective defensive option again si melee units. 


1, 
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WHITE MAGE { 


SP Phys ATX Magick AT 


Job Overview 

Removing the need for weapons, Monks have the inherent ability to attack with their fists. With hands alone, Monks cany the damage ourput of a Knight and 
possess many Martial Arts skills that enable them to heal themselves, attack from a distance, or assault a surrounding group of enemies with a single strike. The 
end result is a highly veis atilt melee unit that carries enough positives to make this job useful for the entire length of the game. 

One of the more potent aspects of the Monk is not only contained in attack options, but the healing options within the Martial Arts ability set. Purification 
eliminates most status ailments. Chakra refills a small amount of lost HP and MP with no cost. Monks also have the ability to rejuvenate fallen comrades with 
the Revive skill. 

The first ability that you may want to procure with a Monk is Aurablast. This is a long range attack with average attack power. Obtain Chakra next, followed by 
Counter, then Revive. With the basics out of the way you can invest time obtaining the JP heavy Shockwave and First Strike. 

EQUIP ARMOR 


The Knight's Equip Armor ability can help improve the armor class lor Monks, 
who normally cajft equip heavy armors. However, this option is only useful 
during the early stages ot the game, since better armor options make an 
appearance later in the game. 

CHAKRA & MAN A SHIELD 

The Time Mage s Mana Shield ability 
converts your MP poo! into a shield 
that acts like a second set of HP 
This means any damage dealt to the 
character is removed from their MP 
pool before their HP gauge. Since 
the Monk s Chakra ability restores 
a small portion ol both HP and MP you can restore two life sources at one time 
with it With both MP and HP being used as an easily replenished life source, a 
Monk can be extremely difficult to kill. 

FIRST STRIKE 

First Strike is one of the most powerful reaction abilities available tor a melee unit 
This skill causes your Monk to initiate a preemptive strike against an attacking 
enemy. The strike used deals the full amount of damage that a normal attack 
would inflict Since it occurs before your foe even hits you, First Strike can prevent 
the chance of an enemy with low HP of ever inflicting damage on your Monk. 

DOOM FIST 

Doom fist casts Doom on an enemy, 
a status allmenl that causes a timer 
to appear over an enemy's head. 

Once the timer reaches zero, Hie unit 
is KO d. Normally the time it takes 
for an enemy to perish is far too long 
to make Doom Fist worth doing. 
However, casting Haste on an enemy with the Doom ailment speeds up the 
count down process dramatically. This is just another reason why attaching Time 
Magicks to a Monk makes for an effective job combo. 



E335HJ 

Brawler 


JP Effect 


200 


Increase damage caused by Bare Hands by 50%. 


JP Effect 


Lifelont 


300 


Recover some HP after moving. 



ate 


^^mmen ded.Skill. SBtr 

Time Magicks, Mana Shield, Dual Wield, Move + 3 

Hit reasoning..behind, equipping Time Magicks is to make Uxstf 
available ibi tasnug. I laste, in combination with Dud Wield, 
Allows- a Monk to quickly move into attack range and inftkr 
massive damage to an enemy. Mana Shield work> Itj .. juibimuon 
with the Monks Chakra ability, which regenerate? both HP 
and MP by a small amount. The combination of an wav to 
■ restore both HP and MP, along wicb the Monk's high f IP i .m-.g 
- and Mana Shield's MP protection, makes the Monk job a ven 
difficult one to be3t 


Martial Arts 

jp 

MP 

SP 

Range 

Effect 

Cyclone 

150 

0 

0 

Self 

Attack that strikes nearby units. 
Indicts between 1.5 to 13,5 the 

Pummel 

300 

0 

0 

KD 

damage cf a normal attack (With 
bare hands 1.9 to 18) 

Aurablast 

300 

0 

0 

3(3) 

Projectile attack. 

Shockwave 

600 

0 

0 

4 Line 

Linear Earth element attack. 
Cannot hit flying enemies. 

Doom Fist 

300 

0 

0 

1(0) ■ 

Inflicts Doom on target. 

Pur ideation 

200 

0 

0 

Self 

Purges most status ailments. 

Chakra 

350 

0 

0 

Self 

Recover some HP and MP 

Revive 

500 

0 

0 

1(0) 

Revive downed unit. 


1 Reaction 

jp 

Trigger 

Range 

Effect 

Critical: Recover 

500 

CrrL 

Self 

Recover HP when made 

HP 

Critical. 

Counter 

300 

Ptiys. 

1 

Retaliate with a Phys, Attack. 

First Strike 

1200 

Phys. 

1 

Attack before your enemy hits 
you. 
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Chemist Lvl 2 


yOBSiTHATJREQULREiWHITE 




Oracle, Arithmetician 


WEAPON ITVPES 


Staves 


^CHARACTERS 
y at jors 


hats. Clotties, Robes 


MASTERY: 


HP MP SP PhvsATK Maqick ATK 


C-EV JP Master 


:: Overview 

U ability to cast an assortment of powerful healing spells, the Faith filled White Mage is one of the more prominent support classes. White Mages can 
act several friendly units at a time and use their high speed rating to take turns frequently and back up a group of allies whenever necessary. Sadly, there arc a 
sides to the play style of this job. White Mages have few offensive options for emerge tides, they also have a heavy spell casting time, and they require a 
_ amount of MP to establish and maintain the support that they can create. In Ellis regard, the Chemist job may make the task of party support a bit easier 
& d dr moderate weapon capabilities and instant items. 

im . as the White Mage job is available, yon may want to make it your first priority to invest JP into Cum, Esuna, and Raise, These spells are the foundation 
- export casting. Much later in the game, when your White Mage has the MP reserves to support them, Wall, Regen, and Holy are extremely important spell 
m - ■ These abilities stand out from ah others and set the White Mage job apart from other support jobs like the Chemist, Holy is a devastating offensive spell 
r H:avs a White Mage to attack when an emergency comes up (if an enemy unit closes in on your location). 


5 7070 C+ A+ A B- A- 


THMET1CK5 & HOLY 

incarnation wouldn’t beta make a White Mage an offensive caster 

the Holy spell is one of the most powerful attack spells. Very few 
Ty units have resistance against the Holy element, making it effective against 
£ variety of miscreants. Attaching the Arithmetic k$ ability set to a White 
: Eliminates casting time and MP cost and adds the most effective targeting 
jn available for attack spells. This, in combination With their above average 
c rating, results in a monstrous spell caster that canAe as powerful as a 
[ Mage when using this Arithmeticks tactic. 


PURIFICATION 


The White Mage's healing spells also 
have the ability to inflict damage upon 
undead enemies, fn fact, casting 
Raise on an undead creature can kilt 
it instantly! 


1 White Maqicks 

jp 

MP 

SP 

Range 

Effect 

Cure 

50 

6 

25 

4 

Recover a little HR 

Cura 

ISO 

10 

20 

4 

Recover seme HP 

Curaga 

450 

16 

15 

4 

Recover a lot of HP 

Curaja 

600 

20 

10 

4 

Recover heaps of HP 

Raise 

200 

10 

25 

4 

Revive downed unit. 

Arise 

600 

20 

10 

4 

Revive downed unit with 
full HR 

Reraise 

1000 

16 

15 

3 

Causes Reraise. 

Re gen 

350 

8 

25 

3 

Causes Regen. Cancels 
Poison. 

Protect 

70 

6 

25 

3 

Causes Protect 

Prate dj a 

600 

24 

3 

2(3) 

Causes Protect. 

Shell 

70 

6 

25 

3 

Causes Shell, 

Shellja 

600 

20 

15 

3 

Causes Shell. 

Wall 

400 

24 

25 

3 

Causes Protect and Shell, 

Esuna 

300 

16 

34 

3 

Purges most common status 
ailments. 

Holy 

600 

56 

17 

5 

Holy elemental magick 
attack. 


Reaction JP Trigger Range Effect 


400 HP Dmg. 


Causes Regen. 


Support JP Effect 


Arcane Defense 400 Great er resistance against Magick Attacks. 

^Recommer^^Skil^ Set- —- 

TiawAlagich) Skirahmiori, Swiftness, A laiiafont 

This set focuses on/a White Mage s inherent prowc: ?- KHWurU 
support. Swiftness, which lowers the amount of casting time 
needed to perform a spell, Is a necessity for any mage that bn I 
using Arithmeticks. Time Magicks offers additional support 
spells for the White Mage to east with the addition of! h>re. 
Lastly, MaTiafont >s an easy way to gain MP back when you are 
simply moving around die field. 
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BLACK MAGrJ 


TIME MACE | 


SP I PhysATK MaqickflTK 


Job Overview 

A shrouded Black Mage wields the elements with devastating results. Boasting the highest Magkk Attack rating of any job available, rhis walking nuclear 
weapon is arguably the No. 1 attacking mage class in the game. Without ii-ar of retaliation, a Black Mage’s basic elemental spells give vou the power to weaken 
enennes from a distance before your main melee units move in for the kill. By paying close attention to your enemy's elemental resistances, savw players can 
mma horrific damage to any unit that is not outfitted to dy-al with Black Magicks. 

During the early stages of the game, the Black Mage has three major weaknesses that keep this job from outclassing other casting units. The amount of MP 
needed to cast offensive magick js usually massive, forcing Black Mages to waste turns using items in order to keep their MP high. Black Mages can also have 
issues with the amount of time it tikes to cast their more powerful spells. 

With the inclusion of both their massive casting time and MP cost. It's rarely 
worth flie MP reserves to use Firaja, Thundaja, or Rlizzaja, Lastly, many of 
tile Black Mage's spells have good range, but on occasion Black Mages may 
be iorced to get closer then they should in order to cast. Sometimes this 
allows mdcc units to move into striking range. Since the Black Mages HP 
rating and armor class are poor, any melee unit that manages to hit a Black 
Mage may inflict critical damage. 

There’s an easy answer to all of these problems: the Arithmetician class. 

T he Arithmedck ability set enables any casting class to use a selection of 
mathematical parameters to target specific units on the field. When used 
properly a Black Mage can tarjyt any enemy-on the field and instantly cast 
a spell against them with no charge time or Mi 3 cost. In short, equipping 
Arithmctiek as your secondary ability eliminates a majority of the Black 
! Magek weaknesses* making them the most effective attack unit available. This 
job combination is so absurdly powerful that it’s even capable of eliminating 
an entire enemy force in 1 rum. 

DEATH 



| Black Magicks 

jp 

MP 

SP Range Effect I 

Fire 

50 

6 

25 

4 

Fire elemental magick attack. 

Fira 

200 

12 

20 

4 

Fire elemental magick attack. 

Firaga 

480 

24 

15 

4 

Fire elemental magick attack. 

Flnaja 

650 

48 

10 

4 

Fire elemental magick attack. 

Thunder 

50 

6 

25 

4 

Lightning elemental magick 
attack. 

Thundara 

200 

10 

20 

4 

Lightning elemental magick 
attack. 

Thundaga 

480 

24 

15 

4 

Lightning elemental magick 
attack. 

Thundaja 

850 

48 

10 

4 

Lightning elemental magick 
attack. 

Blizzard 

50 

6 

25 

4 

Ice elemental magick attack. 

Blisara 

200 

12 

20 

4 

Ice elemental magick attack. 

Blizzaga 

480 

24 

15 

4 

Ice elemental magick attack. 

Bfizzaja 

850 

48 

10 

4 

Ice elemental magick attack. 

Pbison 

150 

6 

34 

4 

Causes Poison. 

Toad 

500 

12 

20 

3 

Causes Toad. 

Death 

600 

24 

10 

4 

Causes instant Death. 

Flare 

900 

60 

15 

5 

Magick attack. 

| Reaction 

jp 

Trigger 

Range Effect 3 

Magick Counter 

800 

Magick 

s/s 

Retaliate with identical spell. 

EK5HI 

jp 

Effect 

I 

Arcane Strength 

400 

Increase damage caused by Magick Attacks by 33%. 



In situations where Rare or other direct damage spells aren’t dealing enough 
harm, it's worth the attempt to cast Death when an incoming enemy poses a big 
threat. The rate of success is low but if you’re using Anthmeticks to initiate it, the 
lack of casting time and wasted MP are more than enough reasons to warrant 
the risk. 


■5Sii g nded ‘ SkilL SeL — 

Aritijmetick^Mana Skidd, Arum c Strength , A lanafont 

Along with Arcane Strength m increase spell strength, 
AiirhmetiekA.enables a Black Mage to Target any unit on the 
^fi^doind use spells with no charge time or MP cost. Since MP 
isifEneeded to use spells through Arithme ticks, M,ma Shield 
tikK-adyunxitgc of the massive MP reserve. Man, i font enable-- a 
. Black Mage to move away from an enemy while regenerating MP 
•--/ 'reserves for Mans Shield. Mann Shield creates a defer si ve fin I- 
L£ an adversary' ever manages to get dose enough to attack. 
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CHARACTERS 
& JOBS 


SP PhysATK MagickATK 


:b Overview 

: Time Mages uncanny control of speed offers a special kind of support. The objective of tills job is to cripple the enemy party’s mobility while improving the 
crivity of your own units. This Is done by casting spells like Haste or Stop, both of which alter the speed at which a target gains turns. With Slow east on 
:iv units, while Haste is being divvied amongst your troops, the amount of turns you gain over your foe can be a major difference that wins the battle. 

: Mages have access to three offensive spells that deal direct damage to the enemy; Gravity, Graviga, and Meteor. Their casting periods are enormous, 

—^ ng them easily avoidable at first. However, these spells are intended to be used as a secondary offensive once Immobilize or Stop has been cast on an enemy. 
kV::h the inability to move, there s no way for your helpless foe to stop an incoming Meteorite - 

_ u make the switch to Time Mage* focus on procuring Haste, Slow, and Immobilize. Haste is the meat of the Time Mage s ability set, which 

-.ires a unit's CT (the parameter that affects haw fast a unit gets to their turn) to 1,5, Man a Shield and Swiftness should also he obtained for use in other 
Later, when you have a larger MV pool. Gravity ami Grav'tga should be obtained, so your Time Mage has a means of attacking immobile enemies for 
-cant damage. Meteor is an impressive and powerful spell for sure, but its MP cost and terrible charge time makes it a risky choice for dependable damage. 


SPEED CASTING 



Swiftness significantly decreases the 
charge time for spells. This makes ft 
the perfect support ability for mages of 
all types, including White Mages, Black 
Mages, Surtjmpners. Time Mages, or 
Mystics. It should be your first priority 
if you arenT^ laming on sticking with 
the Time Mage job for long. 


MMOBILIZE AND SUMMON 

Be Time Mage’s ability set works we!! in combination with jobs that have 
I pfe that may take a long time to cast. Summoning magick consists of some 
sGemely potent spells, but their casting time is usually so massive that the 
ffemy can often move before the spell hits. You can fix this problem by using 
-mobilize or Stop on an enemy to keep them from changing their position. With 
me way to run. hitting your adversary with a Summon spell is easy. 



Time Maqicks 

jp 

MP 

SP 

Range Effect 

Haste 

100 

8 

50 

3 

Causes Haste, 

Hasteja 

600 

30 

15 

3 

Causes Haste. 

Slow 

80 

8 

50 

3 

Causes Slow. 

Slowja 

600 

30 

15 

3 

Causes Slow. 

Stop 

350 

14 

15 

3 

Causes Stop. 

Immobilize 

100 

10 

34 

3 

Causes Immobilize. 

Float 

200 

B 

50 

4 

Causes Float, 

Reflect 

300 

12 

50 

4 

Causes Reflect. 

Quick 

900 

24 

25 

4 

Boost effected unit's CT to 100. 

Gravity 

250 

24 

17 

4 

Damage equal to 1/4 target’s 

Max HR 

Graviga 

550 

50 

12 

4 

Damage equal to 1/2 target’s 

Max HP 

Meteor 

1500 

70 

8 

4 

Strong magtek attack. 


jp 


Effect 

1 

Swiftness 

1000 


Charge Time Is shortened. 


1 Reaction 

jp 

Triqqer 1 

Range 

Effect I 

Critical; Quick 
Mana Shield 

700 

400 

Critic. 

HP Dmg. 

1 

None 

Boost unit’s CT to 100. 

MP is lost instead ol HP 


Teleport 

Levitate 


JP Effect 


600 Move anywhere, may fail if you move too far. 
540 Causes pe rmanent Float. 



Recommended.Skill.S_etr 


’ Summon, Shimhadort, Swiftness, Mamrfont 

Tins rfmpte set up is designed to taker advantage of the Time 
Mage 5 * ability to keep enemies pinned. Summoning lias; 

-> been added to inj&ict damage on enemies affected by Stop 
by Immobilize.■■ Summoning magick also happens to be very 
dice, rive with the Time Mage star scr because of the! r high 
MagickAttack Power and speed. Swiftness increases die speed at 
■.which th^;normally slow Summon spells initiate, while Manatcmr 
vT-’keeps the Time Magees MP reserves high. 
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MONER 1 


Job Overview 




Time Mage ivl 3 


Bard, Mime 


Rods, Staves 


Hats, Clothes, Robes 


JP Master 


9800 


« cany . unique property that „„ ' 

,,r ' 0ncr to USe S " *ny manner riiey desire withoutthc chance of an fnft Jen n^ ' *** **“* “"i*-™ 5 “■“* 4 

The drawback to this flexibility' is rhe heavy MP usaire and +1 *. 

* e - V anl > t3u B Bt * sp'dfc Of field panels. Because of the ^tended JJeZdTncm^ “ n ^, Suolm0,leis ftraJS a ^ <™ a moving enemy uni- 
blast. To compensate for this problem, the Time Mage’s Swiftness ability is a mulTfor b™ * “*"* ^ ** in “ ,nin S S P# 

J £22 *!?. Shi ™ « ***-» 


SUMMQHER 


«* ' ■' ’ ■^^wvjwcmspeus.^iuvaisacheapant 

ctivc attack spell, while Golem acts » a defensive option against physical 
attach. Leviathan and Facne should be your second objectives when you have 
tne JF reserves to pay for their massive costs. 

X GOLEM 


Timfi 



The Golem summon casts a status effect on the user that nullifies physical 
attacks from human characters. This doesn't work against animals Use it in 
baffles against human parties to keep your Summoner safe if they are ever 


ZODFARK _ 

Zodiarfc is the most powerful 
summon spell attainable, it can only 
be learned by having the spell cast on 
one of your Summoned. Tire attack 
must be survived in order for the spell 
to be learned The boss atthe bottom 

,, , of the Midlight’s Deep EJIdibus is 

UtfcES “ S Spe,! - Before y° u ,ace ^is encounter, equip the 
Maria Shield ability to increase your Summoners chances of surviving Hie spell 

tecnrl ° AdVa,,C6d Stra,e 9 ies MCtion of this strategy guide lor additional' 


¥ 


Moogle no 8 34 


Shiva 
RamuJi 
Ifrit 
Titan 
Golem 
CaFh uncle 
Bahamut 
Odin 
Leviathan 
Salamander 
Sylph 
Faerie 
Lich 
Cyclops 
Zodiark 


200 

200 

200 

220 

500 

350 

1600 

900 

860 

860 

400 

m 

600 

1000 

None 


24 

24 

24 

30 

40 

30 

60 

50 

48 

48 

26 

28 

40 

62 

99 


15 4 

15 4 

15 4 

10 4 

15 Self 

20 4 


15 

15 

TO 


Recover some HP (allies). 
Ice elemental damage (toes). 


Fire elemental damage (loss). 
Earth elemental damage (toes). 
Absorbs some Rhys. Damage. 
Causes Reflect (allies). 

Strong magick attack (foes). 


Water elemental damage (toes). 
Fire elemental damage (tees). 
Causes Silence (foes). 

Recover a lot of HP (allies). 


Halve MP 

dpsnu^H 

Critical: Recover 


Strong magick attack (foes). 

All powerful summon attack (foes). 


JP Effect 


1000 Use half the MP when casting Magick. 


jP_ Trigger Range Effect 


MP 


400 Critic. 


Recover MP when mads 
Critical. 


t te om meftded.SkitL SPf^ _- 

laido, S/jirabmlori, Softness, Mtmafonl 

^ J- e Samurai s laido ability set takes advantage of tlie 
■ Smmnonerb highMagfck Attack power, offering a line of 
instan^special attacks for situations where the Summon isn't fast 
enough Swiftness and Manafont should be common abilities 
attached to mages for their increase in sped casting speed end 

.MP regeneration. 
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IgB uam 

T Archer Lvl 2 




f;f^I»JM=4bi5IHa- 


V Lancer, Ninja 



^chamctibs 

'5&J0BS 


UOBlMASTERY 


4520 JP 


C-EV JP Master 


SP Phys ATK Magick ATK 


B 


D+ 


;: Overview 

of the cunning Thief job is to leedi an enemy's wares. Their battle ability is average in almost every aspect outside of speed, but they make up for it 
—» f:r usefulness in procuring rare items in various ways. The Thief’s Steal skills can take any piece of equipment attached to an enemy and add it to their 
^ Thcv a l S o have the Stick)* Fingers ability, which enables them to snatch a Ninja's thrown weapon and keep it for their own. The Thief job can also 
~ monster? for additional items. All of these options lead to powerful items that can't be found in any other way, 

||i - their lackluster combat capabilities, they still have a few options that help them great])* in battle. Their exceptional speed rating enables them to evade 
YT+ ^ frequently and take turns foster than other units. The Steal Heart skid Charms a targeted enemy coercing them into fighting for you for several turns. 
IfW Steal Weapon ability also disarms fnc$ leaving most melee units helpless. 


playing as a Thief, obtain the Steal Heart ability before all others 
m ah extra skill to work with in battle. Front there, Invest JP in Steal 

Steal Armor, Steal Helmet, Steal Shield, and Steal Accessory. This 
p-rrirc? your "Thief for the rare items that some boss characters may cam* 
m th e game. Take a gander at the Advanced Strategies section oi this 
■f 3 -*!T£v guide for additional help with stealing. 

flying treasure 



(Steal 

jp 

MR 

SP 

flange 

Effect 

Steal Gil 

10 

0 

0 

KD 

Steal Gil from enemy. 

Steal Heart 

150 

0 

0 

3 

Causes Charm. 

Steal Helm 

350 

0 

0 

1 D 

Steal a Helmet from an enemy. 

Steal Armor 

450 

0 

0 

UP 

Steal Armor from an enemy. 

Steal Shield 

350 

0 

0 

1 (1) 

Steal a Shield from an enemy. 

Steal Weapon 

600 

0 

Q 

1(1) 

Steal a Weapon from an enemy, 

Steal Accessory 

500 

0 

0 

1(1) 

Steal an Accessory from an enemy. 

Steal Exp 

250 

0 

0 

1(1) 

Steal Exp. from a unit. 



Reaction JP 

Trigger 

Range 

Effect 

Vigilance 200 

Gil Snapper 200 

Sticky Fingers 200 

HP Dmg, 
HP Drug. 
Throw 

1 

1 

None 

Causes Defend action command 
Gain Gil for every point of HP lost. 
Catch a thrown item and keep it. 


EM 

Poach 


JP Effect 


200 Monster is automatically Poached when defeated. 


1 Movement 

jp 

Effect 

Move +2 

56D 

Move Up _+ 2 

Jump -r2 

500 

Jump Up -2 


7>t Sticky Fingers ability acts as a defense mechanism against weapons thrown 
by a Ninja. The weapon your enemy throws at you doesn't simply disappear; the 
lem ends up in your inventory. This enables you to essentially catch and steal 
mtf weapons thrown at you. Some high level Minja throw extremely 
care weapons! 

EQUIP CONCENTRATION 

Concentration is useful for increasing 
the success rate of tie Thief’s Steal 
abilities. It eliminates your opponent s 
ability to factor in their speed rating 
and possibly evade the attack. 
Although this doesn’t guarantee the 
success of the steal command (since 
fie steal ability has a low success rate), it improves the chances for a successful 
esssI in a big way. 





iRecommended. Skin. Set^ 

Jump, Reflexes, Concentration, Move +J 

The Jump command has been added to help the Chief's damage 
dealing capabilities, The hang time of Jump is shortened for 
even- point of Speed a character has. Since the Thie: hat plren 
of speed to work with initially, a Jump Attack drops faster 'but 
causes loss damage) with the Thief job than when a Dragoon 
Uses it Concentratlori is a must for any Thief planning on cakir. • 
items, so don’t leave home without it. 
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Job Overview 


With the power of the spoken word, the Orator converses with units on the battlefield in an effort to invoke fear, inspire bravery, or even convince an enemy to 
join your ranks* This unique set of capabilities allows them to offer services that no other unit can duplicate. 


The downsides to the Orator are their poor stats and lack of worthwhile direct damage attacks. Aside from their ability to equip guns, they are completely reliant 
on their powers of persuasion to hold their ow r rv on the battlefield. This lowers the effectiveness of the Orator down to their ability set. So, you are better served 
equipping the Speechcraft skill set as a secondary one on a strongerjob* 


Despite this* the Orator must be played if you want to obtain later jobs 
while earning their useful skills. It Is recommended that you learn the Entice 
skill before all else, which is used to persuade enemies into joining your 
ORATOR * 1 ^ m y (obtain the Beast Tongue ability to use the Speeehcraft skills against 
monsters). When combined with Entice, it is possible to invite monsters to 
; join your ranks. Praise, Indimidate, Preach, and Enlighten should be procured 
to adjust the Bravery and Faith ratings of both friendly and enemy units. 
Threaten is useful tactically for lowering an enemy s Bravery below 10, which 
turns them into a Chicken. Refer to the Bravery 6c Faith section o! the Basics 
section of this guide for more ways to manipulate Bravery and Faith to your 
advantage. 



FOR THEIR WARES 


Stealing items from an enemy can occasionally be dangerous because of the 
need to be directly next to your victim, instead of relying on the Thief's Steal, try 
using the Orator s Entice to persuade the enemy to join your side. You wont need 
to worry about stealing their items if they accept your offer. 


Speechcraff 

JP MP 

SP 

Range 

•Effect 

Entice 

too 

0 

0 

3(3) 

May entice an enemy to join 
your army. 

Stall 

too 

0 

0 

3(3) 

Drops enemy unit's CT !o 0. 

Praise 

200 

0 

0 

3(3) 

Boost Bravery up by +4 

Intimidate 

200 

0 

0 

3(3) 

Drops Bravery down by -20, 

Preach 

200 

0 

0 

3(3) 

Boost Faith up by +4. 

Enlighten 

200 

0 

0 

3(3) 

Drops Faith down by -20. 

Condemn 

5Q0 

0 

G 

3(3) 

Causes Doom. 

Beg 

100 

0 

G 

3(3) 

Tafk Hie enemy Into giving you 

Gib 

Insult 

300 

0 

G 

3(3) 

Causes Beserk. 

Mime Dariavon 

300 

0 

0 

3(3) 

Causes Sleep. 

nil 

jp 


Effect 

.... „ • 

Equip Guns 

BOO 


Equip a Gun regardless of Job. 

Tame 

500 


Causes Entice on monsters when they are Critical. 

Beast Tongue 

100 


Use Speech craft on Monsters regardless of Job. 

Reaction 

jp 

trigger 

Range Effect 

Earplug 

300 

Speechcraft 

None 

Negate effects of Speechcraft. 



Recommended : S k ill-Set- 

iWttfc Magidti, Shini/xtdorl, Atame Strength, Move + 3 

The Qrafor has the necessary skills to work as a support class. 
White Magic ks add more suppnrt casting ahilirir>, while Arcane 
Strength help? increase the Orators poor magic k attack rating. 
Shirahadori simply acts as a defensive measure that nullilies in ;- : 

physical attacks, L 
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UO B1REQUI RE M ENTS: 


While Mage Lvl 3 


REQUIRE! MVSJIC] 


iWEAPON^TYPESl 


ARM O RETYPES 


Hats, Clothes, Robes 


HP MP SP PhvsATK MaqickATK 


JP Master 


5970 


b Overview 


characters 

AvjOBS 




5970JP 


Mystic’s job is to act as a support caster that cripples enemies with status altering spells. Most of these ailments work by crushing your opponents ability to 
-.rrecriy. Induration and Hesitation are used to quickly and efficiently take enemy units out of battle, while Empowerment keeps your MP pool high (while 
c* ering vmir toe's). You can learn Man afoot to regenerate even more MP while simply moving around. 

ingly enough. Mystics also have worthy melee capabilities. Their Pole weapon ignores their Physical Attack rating and instead uses their Magick Attack 
Jcubtc the Pole's damage. This calculation is: Magick Attack x Weapon Power = Damage Inflicted. It even has a two panel attack range, enabling them to 
k from a safer distance. This works well in combination with thcii Mystic Arcs. After using Hesitation to disable an enemy s ability to function, move in for 
..ill and strike with a normal attack. 


OWERMENT 



TREPIDATION 




I Mvstic Arts 

1 jp 

MP 

SP 

i Range 

i Effect 

Outside of Its ability to drain MP from 

Umbra 

too 

4 

50 

4 

Causes Blind. 

an adversary, Empowerment can be 

Empowerment 

200 

2 

50 

4 

Absorb 34% of the target's MB 

used to see the max MP amount of a 

Tnvlgoratron 

350 

16 

50 

4 

Absorb 25% of the target’s HP 

boss (which is normally hidden). The 

Belief 

400 

6 

25 

4 

Causes Faith. 

spell doesn't have to be cast to do 

Disbelief 

400 

6 

25 

4 

Causes Atheist, 

so, just select the spell and target the 

Corruption 

300 

20 

20 

4 

Causes Undead. 

anemy with the stats that you want 

Quiescence 

170 

16 

34 

4 

Causes Silence. 

to observe. 

Fervor 

400 

16 

20 

4 

Causes Berserk, 


Trepidation 

200 

20 

25 

4 

Drops Bravery down by -30. 


Delirium 

400 

20 

20 

4 

Causes Confuse. 

The Trepidation spell lowers the 

Harmony 

800 

34 

34 

4 

Purges positive status ailments. 

target's Bravery by 30 points. This 

Hesitation 

100 

10 

20 

4 

Causes Disable. 

is useful for lowering the activation 

Repose 

350 

24 

17 

4 

Causes Sleep. 

rate of a unit's reaction ability, which 

Induration 

600 

16 

10 

4 

Causes Stone. 

is decided by the Bravery slat They 







can even turn into a Chicken if you 

■ Reaction 

jp i 

Trigger 

Range 

Effect 

manage to lower their Bravery 






Recover as much MP as the enemy . 

below 10. 

Absorb MP 

250 

mv ttr. 

1 

used. 


MANAFONT 



I ts no exaggeration to say that Manatont is a mage’s best friend. This ability 
recovers MP as your unit moves. 11 is also one of the abilities needed for the 
liana Shield + Manafont ability combo, which is an extremely effective defense 
option far melee units. 


Defense Boost 


Effect 


400 Receive 33% less damage from physical attacks. 


Movement 


Ignore Weather 
Manafont 


200 Negates any effects of thunder storms. 
350 Recover some MP after moving. 


mm 


Recommended, Skill t S e t^ 

Arts of War, Shirnhadorit Equip Guns^ Manafont 

Arts of War add Equip Guns has been added to fortify the 
Mystic’s attack options. With both options available, the Mystic 
can disarm or weaken enemy units from a distance using the 
*ReneT abilities. Manafonr is equipped to keep the Mystics 
MP po-oi high for support casting, while Shirahadori improve- 
- defense against (negates) physical attacks. 
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Job Overview 


2870 




Swords. Axes 


mojp 


Robes 


Wifh strong physical attributes, good equipment options, and passable magick abilities, the Geoman cor is an all-purpose attack unit. At close qutirters their 
physical a tracks inflict damage that h almost comparable to a Monk At a distance, they have powerful Geomancv at their disposal, which enables diem to use 
the ground they are standing on to project elemental magicLThe tnagkk used changes depending on the type of earth they are standing on. Each spell deals 
elemental damage and carries the possibility of inflicting a starus ailment. The combination of magickal and physical prowess gives them the ability' to act as 
melee units and casters, a flexibility that few jobs have. 


With the Geomancefs flexibility comes alack of outstanding strengths. 

Their physical attacks are not as destructive as a Knight or Monk, while 
their casting abilities are mr worse than any other mage class. This causes 
the Geomaiicer to fall behind other jobs during the Liter stages of the game. 

GEOMAXCER cp Despite this, it is recommended that you learn all of the spells within the 

Geomancy skill set, or you may risk running into positions on the battlefield 
that you wont be able to cast from. Also, equip your Geo mane er with 
the Arcane Strength skill found within the Black Mage’s ability' set. This 
■ increases the strength of Geomancy substantially. The Geomancefs strength 
lies in the ability' to handle a variety of situations, so also try equipping White 
Magick to them to give them support options as well. 

DRAGOON^ LAVAWALKING 

Battlefields with lava are a ratify, but 
the few stages that do have ft are 
difficult to traverse. The Geomancer’s 
Lavawalking ability enables them to 
safety stand on lave. This also allows 
them to cast Magma Surge, the 
Geomancy that only works on lava I 




Geomancy has an incredibly targe attack range, enabling the caster to attack 
from an extremely safe distance. An interesting way to use this to your advantage 
j is to repeatedly use Geomancy from as far away as possible. When the enemy 
1 starts closing In on your group, simply move away from them and continue using 
Geomancy from a distance. You can equip Vanish as a Reaction ability to enable 
! your unit to safely relocate to a new position if they are ever cornered. During the 
46 L early stages of the game, most enemies have a hard time dealing with this simple 
strategy. 


| Geomancy 

JP MP 

$p 

Range Effect 

Sinkhole 

150 

0 

0 

5 

Damages, can cause 1 m m oh II ize. 

Torrent 

150 

0 

0 

5 

Water attack, can cause Toad. 

Tang levins 

150 

0 

Q 

5 

Damages, can cause Slop. 

Contortion 

150 

0 

0 

5 

Damages, can cause Stone, 

Tremor 

150 

0 

0 

5 

Earth attack, can cause Confuse. 

Wind Slash 

150 

0 

0 

5 

Wind attack, can cause Disable. 

Will-o'-the'Wisp 

150 

0 

0 

5 

Fire attack, can cause Sleep. 

Quicksand 

150 

0 

0 

5 

Water attack, causes Doom. 

Sandstorm 

150 

0 

0 

5 

Wind attack, can cause Blind. 

Snowstorm 

150 

0 

0 

5 

Ice attack, can cause Silence, 

Wind Blast 

150 

0 

0 

5 

Wind attack, can cause Slow. 

Magma Surge 

150 

0 

0 

5 

Fire attack, can cause KQ. 

| Reaction 

i jp 

Trigger 

Range \ Effect 

Nature's Wradi 

300 

Phys. 

Any 

Retaliate with Geomancy. 

E3I3®^0 

jp 


Effect 


Attack Boost 

400 


Increase effectiveness of physical attacks. 

[Movement 

jp 

Effect 



ignore Terrain 

220 

Negates all move penalties caused by rough terrain. 

Lavawa Iking 

150 

You can travel over and stop on Lava. 



■Recommended. SkilLSet- 

White Mapck* Reflexes, Arcane Strength, Manafimt 

These skill? accentuate the Geomancefs magick abilities. 
Whitt Magick lends light support magick to work, with, as 
well is the dewtaring Holy spell. Arcane Strength improve* 
the strength of Geomancy and White Magick. Manuk-:: r also 
h^lps keep your MP pool high. The final -addition Is Reflexes, 
which adds to the Shield Evasion of the equipped .shield ro 
aid the Geoman cers blocking. 
































SP PhysATK Magick ATK 
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Overview 

ghry Dragoon is a melee class than utilizes Mearflis. This weapon type is one of the few that can hit enemies from two spaces away. Dragoons also rely 
\ the “Jump 71 ability* a leaping physical attack that can strike enemies several panels away This technique deals absolutely massive damage, allowing 
■ * caron types to inflict the maximum amount of damage possible. Since they don't have anything else that sets them apart hum other combat units, it is 
r to Invest points into learning all of the available Jump types as soon as possible. 

i lamp causes the Dragoon the fly off of screen for a period of time. During this time the unit cannot be targeted for attacks. The speed at which they drop 
Ifeit ±eir target is dependent upon your current speed rating. The higher your speed, the faster the Jump drops. Since Dragoons are so reliant on Jump, it 
By important to equip items and abilities that help boost your speed rating. Focus on increasing the Jumps effectiveness to make the Dragoon a powerful 
■bar unit. 



jp 

MP 

SP 

Range I Effect 

Horizontal Jump 2 

ISO 

G 

0 

2 (0] 

Alters range of Jump, 

Horizontal Jump 3 

350 

G 

0 

3(0] 

Alters range of Jump. 

Horizontal Jump 4 

550 

0 

0 

4(0) 

Alters range of Jump. 

Horizontal Jump 5 

300 

0 

0 

5(d) 

Alters range of Jump. 

Horizontal Jump 8 

1100 

0 

0 

8 (0) 

Alters range of Jump. 

Vertical Jump 2 

100 

0 

0 

1 (2) 

Alters vertical range of Jump 

Vertical Jump 3 

250 

0 

0 

1(3) 

Alters vertical range of Jump. 

Vertical Jump 4 

400 

0 

0 

1(4) 

Alters vertical range of Jump, 

Vertical Jump 5 

550 

0 

0 

1(5} 

Alters vertical range of Jump. 

Vertical Jump 6 

700 

0 

0 

K6) 

Alters vertical range of Jump. 

Vertical Jump ? 

1000 

0 

0 

K7) 

Alters vertical range of Jump. 

Vertical Jump 8 

1500 

0 

0 

7(8) 

Alters vertical range of Jump. 

iSH 

jp 


Effect 

_ 


£ 

f 


A Dragoon must rely on an increased speed rating to increase the effectiveness 
[*‘|f r- Jump ability. Adrenaline Rush provides that capability by increasing the 
speed rating every time they are hit by an attack. Every hit you take 
icreases Jump s attack speed, making it more aid more effective. 


Equip Polearms 


400 


Equip a Folearm regardless of Job. 


Reaction JP ! Trigger; Range Effect 


Dragonheart 


Movement 


Ignore Height 


600 1 Rhys, 1 Causes Reraise. 


700 Jump to any height. 




. Re co mm e n d ed E S ki 11- S et- 

Martial Artiy/Mrefmline Rush, Doubkhand^ Move + J 

The. Ninja Dual Wield ability which is normally the natural 
choice for meke units, cannot be used with Polcaxm weapons 
The Samurai Ooubkhand ability is the best choice, which 
doubles the amount of damage a weapon inflicts. Adrenaline 
Rush has-been equipped to increase the drop speed oi til:' jump 
• ability in emergency situations. Martial Arts have been added 
te> dm. build lor situations where jump may be too slow to hi" a 
distant c nemy btfo re they can move. 
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WRIVlOBiTYPESl 


fU OBI MASTERY 


yOBIREQUiREMENTS 


Knight Lvl 4, Monk Lvl 5 and Dragoon Lvl 2 
Dark Knight 


Katana 


1 t° / Helms, Armors, Robes 


8000 JP 


Job Overview 


C-EV 

JP Master 

HP 

MP 

SP 

PhysATK 

MamekATKl 

20 

8000 

C+ 

B- 

B 

At 

C+ 


SAMURAI 


Boasting high physical strength, and along list of powerful abilities, the iconic Samurai its one of the more effective melee classes at your disposal. The laido 
ability set draws power from one of the Katana in your inventor)- and uses it to unleash a special technique. These abilities, which can only be used if you own 
the Katana with the same name as the skill, range from powerful attack spells to status enhancements. Although none of these techniques use MP T there’s a small 
chance that the Katana used to perform the ability may break upon execution. 

The Samurai is essentially a magick using class that car equip heavy armor Aside from the Masamune and Kiyomori abilities, the effectiveness of the laido skill 
set is dictated by the character’s Magick Attack racing. Unlike other types of magick, the caster's Faith rating doesn't alter the effectiveness of these spells. Since 
the Samurai inherently comes with a mediocre: Magick Attack rating, use the 
Black Mages Arcane Strength ability to increase it 

Murasame should he the first technique you learn. It heals allies within the 
casting held tor a respectable amount. Kiku-khimonjji should be the second 
skill obtained, which is a powerful shockwave attack with a massive 8 panel 
range. Lastly, Shiiahadori is a defensive mechanism that nullifies weapon 
strikes, guns, arrow’?;, thrown weapons, and even the Dragoons Jump attack. 

It’s extremely useful for mage classes that lack the armor and HP needed to 
survive big hits. 

WEAKNESSES 


1 laido 

jp 

MPj 

SP 

Range Effect 

Ashura 

100 

0 

0 

Self 

Damages enemies. 

Kotetsu 

200 

0 

0 

Self 

Damages enemies. 

Osafune 

300 

0 

0 

Self 

Lowers enemies' MB 

Murasame 

400 

0 

0 

Self 

Recovers allies' HR 

Ama-no- 

Mura kumo 

500 

0 

0 

Self 

Damages, enemies and can cause 
Slow. 

Kiyomori 

600 

0 

0 

Seif 

Causes Prefect and Shell on allies. 

Mura mass 

700 

0 

0 

Self 

Damages, can cause Confusion and 
Death Sentence. 

Kiku-ichimonji 

BOG 

0 

0 

8 

Damages enemies. 

Masamune 

900 

0 

0 

Self 

Causes Regen and Haste on allies. 

Chmjiraden 

1 QOO 

0 

0 

Seif 

Damages enemies. 


1 Reaction 

jp 

Trigger Range Effect 

Bonecrusher 

200 

* Counter with Damage equal to 

Ul (C ' 1 Max HE 

Shirahadorl 

700 

n , .. 100% chance of evading Rhys 

PhyS N ° ne Al lacks. 


jp 

Effect 

Equip Katana 

400 

Equip Katana regardless ol Job, 

Doublehand 

900 

Hold a weapon with both hands, doubling damage 
dealt. 


Movement JP Effect 


Despite the dominance against physical attacks, Shirahadori cannot counter 
certain moves. It does not work against the Monk's Martial Arts skill or monster 
special attacks. It also will not stop reaction abilities, like Counter or First Strike. 


Waterwalking 


300 You can travel over and slop on tlie surface of Water. 


Re commended, Skill.Setr 

Mart mid rft, Mona $hfcId,Arcmte Strength, Move 1 3 

T Since Samurai have no use for MP, Man a Shield has been 
Attached tfr increase the units lifespan. The Monk's Martial Arts 
move set has been equipped for Chakra, which help* regenerate 
die MP that is lost through Mana Shield. Arcane Strength 
increases me strength of die offensive magick within the laido 
ability set 
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Overview 

: the inherent ability to wield two weapons at a time, which allows them to strike twice in one attack him, Combined with their superior attack power, 
. J movement rating, the Ninja can move in and mow down opposing units faster than almost any other melee unit (Dark Knights excluded). They 
j- ■ the Throw skill, which tosses one of the weapons in your inventory at an enemy. This assortment of extremely damaging short and long range attack 
[itics make the Ninja an Incredible asset to vour ranks. 

C the Shura ken throw ability is your first priority. Your second is Dual Wield, which can be attached to a different melee job to improve their attack 
5 drastically Tt is a must have for Knights. Monks, and Dark Knights. Vanish is also worth learning for other jobs later, namely Arithmetician, Dancer, 

aid. 


Despite being labeled as a Reaction 
ability, Reflexes does not require 
a trigger to work. It doubles the 
evasion percentages of the unit that 
it is attached to. Equipping Reflexes, 
along with a Feattrerweave Gloak 
(Physical E^ade Up 40%, Magickal 
P kt Uo 30%), lowers your enemy's hit rate against your unit to no more than 
2ft on any side. If equipped with the Gold Escutcheod.Reflexes renders the unit 
fcsnrrable to attacks from the front and sides. It even makes them immune to 
magick! 

THROW MOTES 


1 Throw 

jp 

mp; sp 

Range 

Effect 

Shu ri ken 

30 

0 

0 

Move 

Throw Shurikens. 

Bomb 

70 

0 

0 

Move 

Throw Bombs. 

Knife 

100 

0 

0 

Move 

Throw Daggers. 

Sword 

100 

0 

0 

Move 

Throw Swords. 

Flail 

100 

0 

0 

Move 

Throw Flail. 

Katana 

100 

0 

0 

Move 

Throw Katana. 

Ninja Blade 

100 

0 

0 

Move 

Throw Ninja Blades. 

Axe 

120 

0 

0 

Move 

Throw Axes. 

Poiearm 

100 

. 0 

0 

Move 

Throw Polearms. 

Pole 

100 

nn 

0 

Move 

Throw Poles. 

Knight’s Sword 

100 

0 

0 

Move 

Throw Knight Swords. 

Book 

100 

0 

0 

Move 

Throw Book. 


EM! 

Dual Wield 


Movement 


Watenwatkmg 



! Reaction 

jp 

Trigger1 Range 

Effect 

Vanish 

1000 

HP Dmg 1 

Casts Invisible on self. 

Reflexes 

400 

None None 

increases Evade, 


JP Effect 


1000 Equ i p two of certain weapons. 


JP Effect 


■Brow damage is calculated by taking the users speed rating and multiplying it 
^ the thrown weapon's attack power {User s Speed x Weapon AP). Elemental 
iinbutes present on the weapon are also taken into account, making Flails and 
Swords the better throwing weapons. Throw range is dictated by the user’s Move 
Oting. so equip accessories that increase movement to improve the range of 
r*e ‘Htrow ability. Move +3 and Germinas Boots is the optimal combination to 
release the Throw range. 


4 2 0 Nc g ale s all move pe ia r i s cans no b v war-: r. 

Re commended.Skill.S et —^ 

Arts vf War, Mam Shield, Attach Boost f Teleport 

Arts of War makes use of the Dual Wield ability' to increase the 
and Accuracy o£ the Rend abilities. Attack Boost gives 
j /ffie Ninja a slight attack power increase that pushes their already 
••£ailipr€ 5 sive often siv'< capabilities even higher. Furthermore. Mai.a 
W$0 Shield has been equipped to take advantage of the MP pool that 
the Ninja normally has no use for. 


Ty 


f 


v 

f 
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araa 


White Wage Lvt 5, Black Mage Lvl 5, 
Time Mage Lvl 4 and Mystic Lvl 4 


Hats, Clothes, Robes 


Job Overview 


HMETICIANl 


JP Master 


PhysATK Magick ATKl 


AKiTHMtT [t!LANlfr$V 
1 


Arithmeticians carry a low set of statistics that makes them seemingly useless at first gknce. Their speed rating in particular makes it difficult for them to keep 
up with other units. However, their Arithmetic^ command set allows them to cast Black Magicks, White Magicb, Time Magicks, or Mystic Arts on several 
targets at a time, instantly and without MP cost When you open the Arithmeticks menu, two criterion* must be selected to determine who the spell targets. Tht 
first menu shows a group of values that are available for selection. The second menu lists a group of numbers, Ahthmcticks finds targets by taking the value and*" 
combining it with the number, if for example you selected ‘Level’ as your value and Multiple of S' as the number, Arithmetic^ would target any unit on the field 
that has a level thats a multiple of 5 (5,10,15, 20, etc). By toying around with the value and number selections, it’s possible to target several, if not all, of the 
adversaries on the battlefield. Combined with the ability to use any of the magickleamed from any mage class, you have a Job that carries one of the strongest 
abilities in the game. 

Unfortunately, even Artihmericks cant save Arithmeticians from their terribly 
low statistics. The job itself is not w-hat you are looking to obtain, but instead 
die Arithmetic!:* skill set. Equipping it as a secondary ability to an offensive 
mage class instantly doubles their destructive capabilities. Your priority when 
playing as an Arithmetician is to build JP with them as fast as possible. All 
of the Value and Number parameters in the set need to be obtained to make 
Amhmericks as flexible possible. 



It s often easier to find an Arrttimertfcks value combination that selects every unit 
on the field instead of only enemies. Since you generally don't want to attack 
your allies, this can be a potentially disastrous problem ff you are having trouble 
attacking all of the enemies that you need to. To compensate for this problem, 
equip Items to your party that make them immune to your most used attack 
spells. For example, the Chameleon Robe absorbs Holy spells and converts it to 
HR If this item rs equipped to all of your units, using Arfthmeticks to cast Holy 
on every unit on the field results in your enemy taking damage while your party 
regains HR The same idea can be used cast Toad on the entire playing field. 

Equip Ribbons to your party to protect them from the status effect, then watch as 
the entire enemy accompaniment turns into amphibians! 


Arithmeticks 

(Values) 

*i 

MP SP Effect 

CT 

250 

0 0 Calcu 1 ate us ing unit' s CT. 

Level 

350 

0 0 Calculate using unit’s Level. 

Exp 

200 

0 0 Calculate using unit's total Exp, 

Height 

250 

0 0 Calcu late using un It’s Hag h t. 


Arithmeticks 

’ 


(Numbers) 

JP 

MP SP Effect 

Prime 

300 

0 0 Use Prime Numbers as the parameter. 

Multiple of 5 

200 

0 0 Use multiples of 5 as the parameter. 

Multiple cl 4 

400 

0 0 Use multiples of 4 as the parameter. 

Multiple of 3 

600 

0 0 Use multiples cl 3 as the parameter. 

Reaction 

jp 

Trigger Range Effect 

Cup of Life 

200 

HP Res. Blue Excess HP Is shared with allies. 

Soulblnd 

300 

HP Dmg 1/1 £nemy feke5 darna 9 e 



dealt to you. 

RffTTiTT^BB 

JP 

Effect 

EXP Boost 

350 

Gain 50% more Exp in bathes. 

Movement 


JP ] Effect 

Accrue EXP 


400 Gain 1 Exp per square traveled. 

Accrue JP 


400 Gain 2 JP per square traveled. 


50 l 


.Recommended^ kill-Set- 

- Band (orDancerJ Fanu^JP Boost, Accrue JP 

This build is geared towards raising your Arithmetician's TP 
- quickly, B'aid or Dancer is equipped for their speed eitkmritig 
song* which helps out with the Arithmeticians abysmal 
speed rating ;-u the beginning of the battle. Vanish keeps the 
Axithmctioan safe while they are ringing a song. IP Boost ru.il 
7 Accrue JP help speed up the acquisition of JP. 





































HP 

MP 

SP 

1 Phys ATK 

Magick ATK| 

D+ 

D 

B 

D- 

A- 


335 7900 

joG Overview 

ft offer their musical services as a support device, singing songs and melodies that inspire allies to become stronger. These songs come in various forms that 
r ^tistic boosts, status effects, or restoration. When played properly, the Bard can offer up a continuous stream of songs that can improve the weaknesses of 
fcft-'rFt any party*. 

downside to this ability is that the Bard can not initiate any actions outside of Move and Wait while singing. This leaves the Bard extremely open to attack. 
Fir^icrmore, any song that is not Seraph Song or Life’s Anthem has a 50% chance of missing their targets. Since the Bard is so reliant on singing to be effective, 
i die smallest chance of a song missing makes their use in battle questionable. 

- still, Seraph Song and Life’s Anthem both have a 100% success rate. Seraph Song is useful in parties where several of your members are using Mana Shield, 
die other hand, Life’s Anthem is a basic, but extremely effective way of keeping your entire party’s HP high. Despite its poor success rate, Rousing Melody’s 
i increase is extremely useful for speeding up the amount of turns your allies get. 



iANISH PROTECTION 


jfcade from movement, Bard’s are completely vulnerable to attack while singing 
Kras. To improve their protection, equip the Ninja Reaction ability, Vanish, 
tonish causes the wearer to cast the Invisible status effect on themselves when 
ni During this state, enemies will ignore the Bard altogether, leaving him free to 
continue singing without the worry of an assault. This protection lasts indefinitely 
jt the Bard attacks or tries to cast a spell. Keep in mind that the Bard must be 
sr: ng before he’s hit. Attempting to start a song after Vanish has already been 
r-.ated cancels the Invisible effect. 


INSTRUMENTS 





Despite their low attack power, 
the Bard’s weapon of choice, 
Instruments, still have some value. 
They have a 3 panel attack range and 
carry at least one status ailment. The 
Faerie Harp for example casts Charm 
on any foe it hits. 


Bardson 


Seraph Song 
Life’s Anthem 
Rousing Melod 
Battle Chant 


Finale 


Ip i ji i i jh 

100 

0 

17 

Allies 

Recover MP 

100 

0 

17 

Allies 

Recover HP 

100 

0 

13 

Allies 

Raise Speed up 1. 

100 

0 

13 

Allies 

Raise physical attack up 1. 

100 

0 

10 

Allies 

Raise magick attack up 1. 





Randomly grants 1 status effect 

100 

0 

10 

Allies 

(Reraise, Regen. Protect, Shell, 





or Haste). 

100 

0 

05 

Allies 

Boost unit’s CT to 100. 


1 Reaction 

jp 

1 Trigger 

Range 

Effect 

. . | : 

Magick Boost 

500 

HP Dmg. 

i 

MAUp+1. 

Ai 

Hi 

Faith Boost 

700 

Magick 

i 

Faith Up +3 

f 


1 Movement 

1 JP 

Effect 

Move +3 

1000 

Move Up +3 

Fly 

5000 

Height and obstacles become inconsequential. 






Re commended.Skill. Set- 

Iaido, Vanish*, Arcane Strength , Lifefbnt 

Vanish fortifies the Bard’s defenses while singing. Since Bards 
lack good offensive maneuvers, the Samurai’s laido skill has been 
added to take advantage of the Bard’s Magick Attack power. 
Furthermore, Arcane Strength has been equipped to increase 
the attack power of die Iaido skills even further. This set up 
is designed to enable the Bard to safely boost his allies at the 
beginning of the batde, then move in and attack enemies with 
surprise attacks whenever necessary. 


f- 


i 


i 51 







































Job Overview 


Dancers are similar to Bards but with four major differences: they have a much better physical attack rating, weaker magick attacks, they can equip clothes and 
female only items, and all of their dances inflict status changes to enemies instead of allies. Their purpose is to weaken the incoming enemy, so other units can 
defeat them easily. 


DANCER 


MIME 


The Slow Dance and Forbidden Dance are the first skills to learn. Slow Dance lowers your enemy’s speed rating by one point every time it is cast. The Forbidden 
Dance inflicts a random negative status ailment to every enemy on the field. It is also worth learning Mincing Minuet, which should be used after Slow Dance 
and Forbidden Dance has already weakened the enemy. It inflicts light physical damage to every enemy on the field with 100% accuracy. 



VANISH PROTECTION 


Similar to the Bard, Dancers are open to enemy attack while they are performing. 
The Ninja Reaction ability, Vanish, offers the perfect type of protection for a 
Dancer, causing them to cast Invisible on themselves whenever they are hit by 
an attack. The Invisibility effect lasts as long as the Dancer doesn’t attack, use an 
ability, or cast a spell. If Invisible is activated while a Dancer is already performing 
a song, they continue to dance while keeping the Invisibility trait. This lasts 
indefinitely, allowing them to continue casting the effect until the end of the battle. 


Dance 

JP MP 

SP 

Range 

Effect 

Witch Hunt 

100 

0 

17 

Enemies 

Lowers MP 

Mincing Minuet 

100 

0 

17 

Enemies 

Damage. 

Slow Dance 

100 

0 

13 

Enemies 

Lower Speed. 

Polka 

100 

0 

13 

Enemies 

Lowers Physical Attack. 

Disillusion 

100 

0 

10 

Enemies 

Lower MA. 

Forbidden Dance 

100 

0 

10 

Enemies 

Causes negative status ailments. 

Last Waltz 

100 

0 

05 

Enemies 

Lowers units’ CT to 0. 

Reaction 

JP 

Trigger 

Range Effect 

Fury 

600 

HP Dmg. 

1 

PA Up -4-1. 

Bravery Boost 

700 


Phys. 

1 

Bravery Up +3 

Movement 

jp 


Effect 


Jump +3 

1000 


Jump Up +3 


Fly 

5000 


Height and obstacles become inconsequential. 


Recommended .Skill.Set- 

Darbtess, Vanish, Equip Swords , Lifefont 


MINCING MINUET NOTES 


m 

ZM jp 

£sr* ‘ Jr® * ♦ 

p* 

•V . 


^ ♦ 


The attack strength of the Dancer’s 
Mincing Minuet is largely dictated 
by their Bravery level. The equation 
for this attack is: Physical Attack + 
[(Physical Attackx Bravery) -MOO]. 
Raising Bravery is the easiest way to 
raise its attack power. Try using the 


Orator’s Praise technique repeatedly to permanently raise your Dancer’s Bravery. 


1 


This set enables the Dancer to safely perform Dances at the 
beginning of the battle, then move in and attack with physical 
attacks once enemies have been weakened. Dancers have a 
surprisingly high physical attack rating, so Equip Swords has 
been added to boost their attack power while enabling the 
Darkness ability set. Vanish is necessary to keep a Dancer sate 
while they are performing. Lifefont allows the Dancer to move 
around while they are Invisible to gain any HP that may have 
been lost. 
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U OBI REQUIREMENTS 


Squire Lvl 8, Summoner Lvl 5, Geomancer Lvl 
5, Chemist Lvl 8, Orator Lvl 5, Dragoon Lvl 5 


WEAPONLIWPES 


PhysATK MagickATK 


:b Overview 

5 offer the ability to mimic the last action that any unit has taken, 

-r it is a spell or physical attack. The action mimicked retains all of 
: rroperties of the spell while factoring the Mimes fantastic statistics. 
i used carefully, any powerful attack can be doubled without MP 
Additionally, Mimes carry an inherent set of familiar skills consisting 
t G ncentration, Brawler, and Beastmaster. They also have an extremely 

1 set of statistics. To offset these problems, Mimes cannot equip items 
r secondary abilities of any sort. 

pite this ability, Mimes suffer from a single major flaw; they only mimic 
> in the exact direction and range they were originally used. This often 
»that the enemy has an easy time avoiding their attacks. So, why mimic 
1 with weaknesses when you can simply pick the original job. 

I1ME USES 


respite their questionable uses in battle, Mimes take a turn after each 
and every action their allies initiate. This is done to simply mimic 
whatever skill their friend has used. In a nutshell, this enables them to 
take more actions than any other unit can in a single round of turns. 
This can be used to your advantage in situations where your party is 
surrounding a powerful enemy. If three of your allied units attack a 
single foe, the Mime will follow suit and strike the enemy after every 
;re of your ally’s turns. Including the Mime’s own attack turn, this 
enables them to attack up to 4-5 times for every one of your 
i#es’ attack turns. This same concept can be used quadruple 
re effects gained when applying status enhancements, like 
Focus or the Orator’s Preach. 




o 
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4200JP 


KJOBlREQUiREMENTSl 


rjQBS^THATJREQUlRElDARK^KNlGHTj 


tWEAPONlTYPES] 


FARMORlTyRESl 




t Knight Mastered, Geomancer Lvl 8, Ninja Lvl 8 
Black Mage Mastered, Dragoon Lvi 8, Samurai 
Lvi 8, 20 or more enemies killed. 


None 


Swords, Knight Swords. Fell Swords, Flails, Axes 


Shields. Helmets, Armors, Clothes. Robes 


UOBIMASTERY: 


C-EV JP Master 


HP MP SP PhvsATK MaqickATi 


6900 


1 Darkness 

JP MP 

SP 

Range Effect 

Sanguine Sword 

500 

0 

0 

3 Absorb HP 

Infernal Strike 

500 

0 

0 

3 Absorb MP 

Crushing Blow 

300 

0 

0 

3 Deals Damage. Effect: Stop 

Abyssal Blade 

1000 

0 

0 

^ Use 20% of Max HP to deal 

damage (*1) 

Use 30% of Max HP to deal 

Unholy Sacrifice 

1200 

0 

0 

6 damage. Effect: Slow (*2) 


*1 More damage is dealt to nearby enemy units. 


*2 The higher the Dark Knights max HP is, the more damage this move does. 



jp 

Effect 

HP Boost 

2000 

Raise Max HP 20% 

Vehemence 

400 

Increases both the damage inflicted and received 
by 1.5 


1 Movement 

jp 

Effect 

Move + 3 

1000 

Increases Move by 3. Females only. 

Jump + 3 

1000 

Increases Jump by 3. Males only. 


Job Overview 

The powerful Dark Knight is a class that can only be obtained by mastering many different jobs. They posses extremely high physical attack strength, a potent set | 
of special skills, and the ability to equip the Fell Sword—a class of weapon that only the Dark Knight can use. Despite their average HP and SP ratings, the Dark! 
Knight’s strengths are enough to make them an extremely useful melee unit. 

The Dark Knight wields many powerful techniques, such as the Abyssal Blade and Unholy Sacrifice. Abyssal Blade causes damage that is proportional to the 
Dark Knight’s HP, inflicting more damage depending on how close the enemy is to the caster. Both techniques cause the user to take damage when used, so 
it is recommended that you do not use them when your HP is low. Use Sanguine Sword to help regenerate HP that has been lost through these skills. 


MANA SHIELD 


4 

ONION (L 
KNIGHT < 


The HP damage inflicted when using the Abyssal Blade or Unholy Sacrifice 
abilities can be converted to MP damage by using Mana Shield. You can then use 
the Infernal Strike ability to absorb your enemy’s MP and regenerate your Mana 
Shield. This allows you to use Darkness skills without the risk of death. 


,Recpmmende^Skill, S , et r 

Arts of War, Mana Shield, Dual Wield, Teleport 

doubles up on the Dark Knight's already powerful 
al attacks and the Arts of War abilities. Mana Shield offers 
padding in case Abyssal Blade or Unholy Sacrifice drains more 
life than you anticipate. Teleport is present instead of Move +3 to 
it easier to position your Dark Knight behind an adversary. 


The Fell Sword weapon has a unique 
property that causes its attack 
strength to be affected by the user’s 
Faith level. The lower the wearer’s 
Faith, the stronger a Fell Sword 
becomes. The exact formula for 
calculating the damage is: 

100 x Weapon Attack Power. 


FELL SWORDS 


Physical Attack x (100 - Faith value) 4- 








































OBIREQUIREMENTS 


Squire Lvi 6, Chemist Lvl 6. Mastering 14 Jobs besides 
Squire, Chemist, Mime, Dark Knight or Onion Knight will raise 
its stats and unlock the True Onion Knight. 


IWEAPONWTYPESl 


rARMORlffiYRESl 


HP MP SP i PhysATK M agick ATK 


CR\RACTKRS 

&JOBS 


S(D) S(D) S(D) A+(D) A(D) 


:b Overview 

K mysterious Onion Knight is an extremely finicky Job. This unit can 
any and all items, but they cannot set abilities, gain Experience Points, 
JP From Job level 1 to 7 they have a very weak set of statistics (shown in 
mtheses under Job Statistics). However, mastering every job and raising 
c Onion Knight to level 8 increases their statistics by a massive amount. 
Sizing their overpowered stat line, they can be used as a basic melee unit 
ch 2 focus on normal attacks that can be delivered to the backs of enemy 


N EQUIPMENT 



battles yield many unique items that cannot be found anywhere else. A 
s-^ll set of these items, the Onion Sword, Onion Shield. Onion Helm, Onion 
and Onion Armor are the perfect equipment for the Onion Knight. Try 
racing the Onion Helm with a Ribbon and the Onion Gloves with the Tynar 
to create a strong, self-sufficient fighter protected by Regen, Protect, Shell, 
and Reraise. 




































RAMZA 

Squire 


WEAPONLTVPES 


Knives, Swords, Knight’s Swords, Flails 


ARMORI-TYPES 


Shields, Hats, Helms, Clothes, Armors, 
Robes 





JOBiSTATISTICSf I 


Move Jump C-EV JP Master 


3 


10 


2570 


UOBIMASTERY: 


2570 JP 


B+ 


Phys ATK Magick ATK 


B 


Job Overview 



RAMZA W 


Tlie hero of Final Fantasy Tactics, Ramza, starts as a well rounded melee unit. His initial job is that of a beefed up Squire, but his statistic growth 
is higher, and he has several new skills; Tailwind, Chant, Steel, Shout and Ultima. These positives give him an edge over the normal Squire in a big 
way Getting him apart in both stat growth and usefulness in battle. With such a balanced set of starting stats, Ramza can later make healthy use of j 
both support and melee jobs. 

Ramzas abilities develop as the game progresses. From Chapter 2 onward the Steel skill opens up, along with the ability to equip Shields, Helms, 
and Armor. From Chapter 4 onward, Ramza can learn Shout and equip Knights Swords. Ultima can be learned by being hit by an opposing enemy’s Ultima 
attack and surviving it (refer to the Advanced Strategics section for techniques on how to do this). It is recommended that all of the Squire s abilities are obtained j 
before moving on to another job. The majority of Ramza s skills open the windows to budding quick JP and the ability to raise Bravery levels when needed. 


0DE31 


Steel is one of the best ways to 


MUSTADIO^ 



T* 

?jr 

f A 


Out of the 5 Bravery temporarily gained, 

1 point remains. Increasing your 

Bravery improves the occurrence rate 
of Reaction abilities. It also increases 




i 

the damage dealt with Knight’s Swords. 

Mettle 

JP MP 

SP 

Range Effect 

jFocus 

300 0 

0 

Self 

Unit’s PA Up +1 

: Rush 

80 0 

0 

1(1) 

Weak physical attack. 

, Stone 

90 0 

0 

4 

Weak projectile attack. 

• Salve 

150 0 

0 

1(2) 

Purges Blind, Silence and Poison. 

| Tailwind 

200 0 

0 

3 

Speed Up +1 

| Chant 

None 0 

0 

1(3) 

Transfer HP from caster to target. 

Steel 

200 0 

0 

3 

Bravery Up +5 

Shout 

500 0 

0 

Self 

Bravery +10, PA+1, MA+1 and Speed +1. 

| Ultima 

None 10 

20 

4 

Fairly strong magick attack. 


ggH v:-> S fry vll* 





ACCUMULATION 


There is no limit to the amount of 
times Focus, Chant, Steel, and Shout 
can be used. The statistics granted 
for each use stacks on top of the 
next. Since experience and Job Points 
are obtained every time it’s used, 
they can be performed indefinitely to 
repeatedly gain both. A smart way to use this to your advantage is to take control 
of the final enemy on a field with Charm (use a Thief’s Steal Heart ability). While 
the enemy is Charmed, repeatedly use one of these abilities to gain JP and EXP 



Reaction JP Trigger Range Effect 


: Counter Tackle 180 Phys. 1 (1) Retaliate with a Dash Attack. 
170 Equip Axe regardless of Job. 


nff rnn 

Equip Axes 

I Beastmaster 200 Nearby allied monsters gain abilities.* 

I Defend 50 Action Command used to lessen damage from attacks. 

JP Boost 250 Gain 50% more JP in battles. 

*Works only 'with monster directly next to unit, and with an elevation 
difference of3h or less. 


. Recommended,Skill, S et^ 

Darkness, Mana Shield, Vehemence, Move +3 

Total offense is the name of the game here. Vehemence 
increases your attack power by 50%, but at the cost of taking 
50% more damage. Mana Shield uses his unused MP reserves 
to protect Ramza against the decrease in defense. The 
powerful Darkness abilities also use Mana Shield as an MP 
buffer when using skills that drain HP. 


Move -hi 


Move Up +1 
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JOB ;STATlSTICSi 


1750 JP 



mm 

Move Jump 

C-EV 

JP Master 

1: 



3 4 

18 

1750 

k 

HP 

MP 

SP 

PhysATK 

Magick ATK 

l-f 

B 

c 

A+ 

B- 

B 

p 




Jrtf Overview 

Mustadio is an Machinist, a gun wielding class that uses skills called “Aimed Shot”. Though lacking in variety, these skills inflict instant status 
ailments that can render most enemy jobs useless with a single shot. By making use of a combination of Aimed Shot and his fast speed rating, 
Mustadio can move to high ground quickly and weaken surrounding enemy units with ease. 

Mustadio s incredible speed rating makes him the perfect candidate for a Thief during the early chapters of the game. After the change, use the 
Orator’s Equip Guns ability to bring Mustadio s preferred armament along with him. You may also want to add the Archer s Concentration ability to 
improve the accuracy of his Steal techniques. 


i 

f 

f 



EQUIPMENT 




After making the switch to Thief, 
consider equipping the Ninja ability, 
Dual Wield. It doubles the amount of 
times Aimed £hot initiates, increasing 
the accuracy of these attacks by 50%. 


Weapon Causes Immobilize. 
Weapon Causes Disable. 

Weapon Petrifies Undead enemies. 



Mustadio should usually be equipped 
with speed enhancing items. This 
should be done to focus on building 
up his superior speed stat, which 
allows him to take an unusually 
high amount of turns in battle. The 
Green Beret, Thief’s Cap, Acacia Hat, Mirage Vest, and Brigand’s Gloves are all 
examples of items that improve speed. 




faction 

jp 

Trigger 

Range Effect 

[Carter Tackle 

180 

Phys. 

1(1) Retaliate with a Dash Attack. 


fpMpBjgi 

.' ;: T 



ort JP Effect 


170 Equip Axe regardless of Job. 

200 Nearby allied monsters gain abilities/ 

50 Action Command used to lessen damage from attacks. 


■ks only with monster directly next to unit , and with an elevation 
•ence of3h or less. 




Move +1 


200 


Move Up +1 


Becommend^ 

Steal, Adrenaline Rush, Concentration, Move +3 

This set up is focused on making Mustadio an effective Thief. 
All of the basics are here, Adrenaline Rush for speed increases 
and Concentration for accuracy help. Use the increased 
movement factor from Move +3 to move behind your enemy 
before stealing. 


IV 

If 


1 . 
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Job Overview , 

v , is the one and only tme Holy Knight that joins your ranks during your adventure. Featuring an incredible HP rating and moderate stats 

in every other categmy, her Holy Sword skills make her one of the most weU-rounded characters in your group. Out of her entire list °f abilities, 
Hallowed Bolt, Northswain's Strike, and Divine Ruination end up being the only skills that are really needed in combat. Hallowed Bolt has a good 
j attacking distance and can strike multiple adversaries at a time.This skill also has a chance of mfl.ct.ng Silence making it usefifl against mages. 

Div ;„ e Ruination should be used against enemies that are further away than normal. However, it can be difficult to use this skill when there are 
elevation differences. Finally, Northswain's Strike, which occasionally KO’s the target, should be saved for situations when you can t mflict enough damage to 
defeat a dangerous enemy outright. 



AGR.a4fp*|jf||)00t 

1 


EQUIPMENT 


Because of her affinity towards 
melee combat, Agrias often has to 
move into a distance where she’s 
vulnerable to spells. It’s advised that 
you equip her with items that nullify 
status effects to avoid any potentially 
devastating situations (being turned into a Toad, for example). The Ribbon item 
can be employed to nullify a majority of the more prominent status ailments. 


Cleansing Strike 
Northswain’s 
| Strike 

: Hallowed Bolt 
Divine Ruination 


Reaction JP Trigger Range Effect 


Despite their appearance, Agrias’ 
Holy Sword abilities do not have 
elemental properties, instead, 
they carry the properties of the 
weapon that Agrias has equipped. 
For instance, if a weapon deals ice 
damage (like the Icebrand). then so will her Holy Sword techniques. Use this to 
your advantage in fights where enemies are weak to specific elements. 



JP 

NIP 

SP 

Range 

Effect 

100 

0 

0 

2 

Damages, can cause Stop. 

400 

0 

0 

3(2) 

Damages, can cause Doom 

500 

0 

0 

3(D 

Damages, can cause KO. 

700 

0 

0 

3 

Damages, can cause Silence. 

800 

0 

0 

4 

Damages, can cause Confuse. 


Counter Tackle 

Equip Axes 
Beastmaster 
Defend 
JP Boost 


180 Phys. 


JP Effect 


1 (1) Retaliate with a Dash Attack. 




170 Equip Axe regardless of Job. 

200 Nearby allied monsters gain abilities.* 

50 Action Command used to lessen damage from attacks. 
250 Gain 50% more JP in battles. 

Works only with monster directly next to unit , and with an elevation 
difference of 3h or less. 


. Recommended.Skill.Setr 

f Darkness, First Strike, Vehemence, Move +3 

Agrias has plenty of HP to waste, so Darkness abilities that 
need HP to power them can be used with impunity. Perform 
the Sanguine Sword attack to refill your HP reserves if it 
ever gets low. Vehemence powers up both Holy Sword and 
Darkness skills at the cost of a defense loss, l-irst Strike takes 
full advantage of the Vehemence boost, turning her defense 
into a good offense. 


Move +1 


200 


Move Up +1 
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Luso, the hero of the upcoming Fuuketsu no Grimor game for the Nintendo DS, is almost an exact replica of Ramza. They share the same statistics, 
equipment, and abilities. The only difference is Luso’s innate Poach ability, which is always active. Since Poach doesn’t need to be equipped to him, 
that support slot can be filled with Doublehand or Dual Wield. With the ability to attach skills that increase physical damage, while still retaining 
™ Poach, Luso is an extremely effective unit for random encounters against monsters. 





It turns out that Luso has the Shout 
ability before Ramza can even obtain it. 
This skill raises several stats instantly 
for no MP cost (Bravery +10, PA +1, 
MA +1, and Speed +1). The stats 
affected are viftl for a melee unit. The 
f ery boost is particularly useful when Luso has a Knight’s Sword equipped, 
raises the damage output of that weapon type. The more Bravery you have, 
ire damage Knight’s Swords inflict. When coupled with the Attack Boost 
the damage increase is noteworthy. 





Recommended.Skill.Set. 


Martial Arts, Mana Shield , Dual Wield, Move +3 

This job combo works well against monsters. Martial Arts 
have been added for various ranged attacks and for the use of 
Chakra, which refills Luso s HP and MP reserves. This works 
in combination with Mana Shield, which taps into Luso s MP 
pool for additional protection. As mentioned, Dual Wield 
doubles his attacks and retains the Poach ability needed for 
monsters. 


(t« r\ 



Similar to Ramza, Luso can only 
learn Ultima by taking a hit from it 
and surviving. However, instead of 
counting on an enemy to cast it on 
you, use Ramza to cast Ultima on 
Luso instead. This should relieve the 


pressure of having to learn the skill twice from an enemy. 


| Huntcraft 

jp 

MP 

SP 

Range 

Effect 

Focus 

300 

0 

0 

Self 

Unit’s PA Up +1 

Rush 

80 

0 

0 

1(1) 

Weak physical attack. 

Stone 

90 

0 

0 

4 

Weak projectile attack. 

Salve 

150 

0 

0 

1(2) 

Purges Blind, Silence and Poison. 

Tailwind 

200 

0 

0 

3 

Speed Up +1 

Chant 

None 

0 

0 

1(3) 

Transfer HP from caster to target. 

Steel 

200 

0 

0 

3 

Bravery Up +5 

Shout 

500 

0 

0 

Self 

Bravery +10, PA+1, MA+1 and 

Speed +1. 

Ultima 1 

None 

10 

20 

4 

Fairly strong magick attack. 


Reaction JP Trigger Range Effect 


I Counter Tackle 180 Phys. 1 (1) Retaliate with a Dash Attack. 



jp 

Effect 

Equip Axes 

170 

Equip Axe regardless of Job. 

Beastmaster 

200 

Nearby allied monsters gain abilities.* 

Defend 

50 

Action Command used to lessen damage from attacks. 

JP Boost 

250 

Gain 50% more JP in battles. _1, 


*Works only with monster directly next to unit , and with an elevation 
difference of 3h or less. 


Move 

jp 

Effect 

Move +1 

200 

Move Up +1 
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RAP HA ; 


RAP HA 

Skyseer 


WEAPONLTYP 


SB- 




Staves, Poles 


r AR MO RETYPES: 


Hats, Clothes, Robes 



Move Jump C-EV JP Master 


10 


3050 


UOBIMASTERY 


HP 

MP 

SP 

PhysATK 

Magick ATK 

B 

B 

A+ 

B 

B 


3050 JP 


Job Overview 

Rapha utilizes an ability set called Sky Mantra, a list of abilities that hit random panels within their effect area 1 to 10 times. The power of these 
abilities is completely affected by Rapha’s Magick Attack rating, with Faith having no influence on their strength. Each skill has a four panel attack 
range and they do not consume MR They also inflict damage to any unit they hit, whether it’s a friend or foe. This essentially makes using the Sky 
Mantra skills a gamble; with the chance of hitting multiple enemies ten times in succession comes the possibility of missing them altogether, or ev< 
hitting an allied unit. Because of her lack of consistency, Rapha requires a great amount of luck and patience to make her a worthwhile character. 
Equip skills like Swiftness to decrease her casting time, while additional ability sets like Summoning should be equipped for situations where Sky Mantra abiliti< 
carry too much risk. In regards to abilities you should learn, Adamantine Blade, Maelstrom, and Divinity are the most effective abilities at Rapha’s disposal. 



EQUIPMENT 


Z3CTS3 




Rapha’s focus is magick. Equip items 
that raise her Magick Attack rating 
as much as possible. Items like 
the Dreamwaker, Mage’s Staff, Red 
Shoes, and Magepower Gloves all 
raise MA slightly. 



Recommended.Skill.^ et^^. 

Summon , Shirahadori, Swiftness , Manafont 

With Summoning to work with when her Sky Mantra skills 
aren’t working out, Rapha is a far more consistent character. 
Swiftness is equipped to improve the charge time of both Sky 
Mantra and Summoning abilities. Manafont acts as means of 
regaining MP needed for Summoning when you’re running 
low on it. 


1 Sky Mantra 

jp 

MP 

SP 1 

Range 

Effect 

Heaven’s Wrath 

100 

0 

34 

2(3) 

Random Lightning elemental damage. 

; Ashura 

200 

0 

25 

2(3) 

Random Fire elemental damage. 

' Adamantine Blade 

300 

0 

20 

2(3) 

Random Wind elemental damage. 

Maelstrom 

400 

0 

17 

2(3) 

Random Water elemental damage. 

: Celestial Void 

500 

0 

20 

2(3) 

Randomly causes status ailments. 

[ Divinity j 

600 


15 

2(3) 

Random Earth elemental damage. 

1 Reaction 

jp 

m 

Range Effect 



[ Counter Tackle 

180 

Phys. 

1(1) Retaliate with a Dash Attack. 






~ * 1 V | jV 


jp 

Effect 


■ 

jHI % •-%. M % L - 

Equip Axes 

170 

Equip Axe regardless of Job. 



Beastmaster 

200 

Nearby allied monsters gain abilities.* 



Defend 

50 

Action Command used to lessen damage 
from attacks. 



f JP Boost 

250 

Gain 50% more JP in battles. 




1 


* Works only with monster directly next to unit, and with an 
elevation difference of 3h or less. 


Move +1 


200 


Move Up +1 
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it.ARACH 

2%ether seer 



JOB ^STATISTiCSi 

BE 

4 3 


Move Jump C-EV JP Master 


8 


3050 


\ CHARACTERS 
r &JOBS 


HP 

MR 

SP 

PhysATK 

Maqick ATK 1 

B 

A- 

A 

B+ 

B 


Mb Overview 

1 Marach s abilities carry the exact same casting properties that Raphas abilities have, but with one major difference; the strength of his Nether Mantra 
attacks are affected by both his Faith, and his target’s Faith levels. The lower the Faith rating on either end, the stronger his special attacks are. It is 
recommended that you lower his Faith using the Orator’s Enlighten ability to make the most out of Marach’s Nether Mantra attacks. Keep in mind 
that lowering his Faith to such a degree weakens the effects of healing abilities that you may want to use on him. To compensate for this problem, 
equip Items as a secondary ability, or use the Iaido sets Murasame ability for healing. Unlike other abilities, the effectiveness of Iaido skills is not 
reliant upon the Faith characteristic. 


k 



Like his sister, Marach’s Nether Mantra 
abilities have a very long casting time. 
To improve it, equip the Time Mage’s 
Swiftness support ability. With faster 
casting time, taking a gamble with 
Nether Mantr^ won't seem like such a 
waste. 


•V 


A 

P 


Recommended.Skill.S^et^ ^ 

Iaido, Shirahadori, Swiftness> Teleport 

This skill set is built around a variation of Marach that 
compensates for a low Faith rating. Since most healing 
abilities regenerate less HP when cast upon a character with 
low Faith, the Iaido job set has been added to enable him to 
use the Murasame healing ability, which doesn’t use Faith to 
calculate the healing amount. Swiftness increases the speed at 
which Nether Mantra initiates, enabling Marach to use the 
ability more often. 




rttier Mantra 

JP 

MP 

SP 

Range 

Effect 

HTs Wrath 

100 

0 

34 

2(3) 

Random Lightning elemental damage. 

BftfAshura 

200 

0 

25 

2(3) 

Random Fire elemental damage. 

1 iere r Blade 

300 

0 

20 

2(3) 

Random Wind elemental damage. 

Store Maelstrom 

400 

0 

17 

2(3) 

Random Water elemental damage. 

fcrxreal Void 

500 

0 

20 

2(3) 

Randomly causes status ailments. 


600 

0 

15 

2-3) 

Random Earth elemental damage. 

to ... _ 






= faction 

jp 

Trigger 

Range 

Effect 

_ 

tamer Tackle 

180 

Phys. 

W) 

Retaliate with a Dash Attack. 

1 






-Dport 

jp 

Effect 



■ 

|?]L:4xes 

170 

Equip Axe regardless of Job. 


fcasimaster 

200 

Nearby allied monsters gain abilities.* 


■and 

50 

Action Command used to lessen damage , v 

from attacks. * tj 

If Boost 

250 

Gain 50% more JP in battles. 



-ks only with monster directly next to unit , and with an 
ition difference of3h or less . 



Move +1 


200 


Move Up +1 
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IWEAPjONlTYPES: 


MASTERY: 


Swords, Knight’s Swords, Katana, Ninja Blades 


Shields, Helms, Clothes, Armors, Robes 


Job Overview 

The Sword Saint Orlandeau is widely considered to be the strongest character in the game. His statistics are matched only by Reis. He carries an ultra high 
^ h HP rating along with strong speed, MP, and Physical Attack values. He also wields one of the most powerful and flexible ability sets available, Swordplay, 
which carries all of the abilities used by Holy Knights, Divine Knights, and Dark Knights. If that wasn’t enough, he can also equip any sword type available, 
along with a hefty assortment of armor types. He even comes equipped with Excalibur, one of the most powerful swords in the game. 


ORLANDEAU 


When using Orlandeau, Hallowed Bolt should be used as your main means of attack. This ability can hit multiple enemies in a row for solid damage. 
Shadowblade should also be used to quickly regain any lost HP while staving on the offensive. Duskblade can replace this function if you are using Mana Shield as your 
Reaction ability. Crush Weapon should be used to damage and disarm any human melee units that you encounter. Don’t play it safe, move into attacking distance and 
assault your enemies with Orlandeau s massive list of powerful skills. 


MELlADOl 


tsppman _ 

As effective as Orlandeau is, it’s 
not always best to use him. He's so 
powerful that he often ends up killing 
units too efficiently, causing him to 
absorb EXP faster than any other unit. 
This often makes it difficult to build 
up the strengths of the other characters in your party. Try leaving Orlandeau out 
of the equation on occasion to give your other units a chance to grow. 







V ! 




Recommended^kilhSetj 

Jump , Reflexes, Vehemence , Move +3 

Since the majority of your offense consists of Orladeau’s 
Swordplay techniques, Vehemence has been equipped to 
further improve their attack power. In situations where your 
enemy is too far away for a Swordplay skill, use the equipped 
Jump command to stage an attack- Reflexes takes advantage 
of Orlandaeus incredible speed and equipment, and increases 
his evade rating even further. This can be replaced with Mana 
Shield instead, which uses Orlandeau s unused MP pool as HP. 


1 Swordplay 

jp 

MP 

SP 

Range Effect 

: Judgment Blade 

100 

0 

0 

3 

Damages, can cause Stop. 

Cleansing Strike 

400 

0 

0 

3(2) 

Damages, can cause Doom 

• Northswain’s 

1 Strike 

500 

0 

0 

3(1) 

Damages, can cause KO. 

Hallowed Bolt 

700 

0 

0 

3 

Damages, can cause Silence. 

1 Divine Ruination 

800 

0 

0 

4 lines 

Damages, can cause Confuse. 

i Crush Armor 

200 

0 

0 

3 

Damages, destroys target’s Armor. 

l Crush Helmet 

400 

0 

0 

3 

Damages, destroys target’s 

Helmet. 

1 Crush Weapon 

500 

0 

0 

3 

Damages, destroys target’s 

Weapon. 

l Crush Accessory 

800 

0 

0 

3 

Damages, destroys target’s 
Accessory. 

Duskblade 

500 

0 

0 

3 

Absorb target’s MP 

* Shadowblade 

100 

0 

0 

3 

Absorb Targets HP 


Reaction JP Trigger Range Effect 


Counter Tackle 


180 


Phys. 1 (1) Retaliate with a Dash Attack. 



l jp 

Effect 

Equip Axes 

170 

Equip Axe regardless of Job. 

Beastmaster 

200 

Nearby allied monsters gain abilities.* • 

Defend 

50 

Action Command used to lessen damage from attacks. 

JP Boost 

250 

Gain 50% more JP in battles. 1 

*Works only with monster directly next to unity and with an elevation 
difference of 3h or less. 

Move 


JP Effect 

Move +1 


200 Move Up +1 
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Move Jump C-EV JP Master 


Shields, Helms, Clothes, Armors, Robes 


* 2950 JP 


HP 

EE 


SP 

Phys ATK Magick ATK j 

A+ C 

B+ 

A C+ 
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x: Overview 




<3 


The mighty Meliadoul is essentially a Knight with a ranged version of the Arts of War. Her Unyielding Blade techniques inflict big damage while 
hh destroying a specific item an enemy has equipped, from a distance, with a 100% success rate. She also has the ability to equip weapons outside of 


iELDING 





Despite their appearance, the 
Unyielding Blade skills are simply 
physical attacks. Their damage is 
calculated by taking the Physical 
Attack value of Jhe caster and 
multiplying it by the equipped 
upon s attack power (PA x Weapon Power). Since this is the case, these skills 
i score critical hits just like a Physical Attack. Unfortunately, they do not inflict 
nee to their target if the enemy does not have an item that corresponds to the 
petive skill type. 




Recommended r Skill,Set r 

Darkness, Mana Shield, Vehemence, Teleport 

Darkness gives her a second attack set to use when Unyielding 
Blades will not work Vehemence increases the damage output 
of her normal and Darkness attacks, and Mana Shield uses 
Meliadouls unused MP as buffer for her HP. 


. elding Blade 

jp 

MP 

SP 

Range | Effect 

facr Armor 

200 

0 

0 

3 Damages, destroys target’s Armor. 

t : Helmet 

400 

0 

0 

3 Damages, destroys target’s Helmet. 

. - .Veapon 

500 

0 

0 

3 Damages, destroys target’s Weapon. 

Bcr Accessory 

800 

0 

0 

3 Damages, destroys target’s Accessory. 

Si 





1 faction 

jp 

■ lihL'Ml 

Range 

Effect 

forcer Tackle 

180 

Phys. 

KD 

Retaliate with a Dash Attack. 


.:port 

jp 

I Effect 



fmif Axes 

170 

Equip Axe regardless of Job. 

■ternaster 

200 

Nearby allied monsters gain abilities.* 

I** 


Action Command used to lessen damage 


OK) 

from attacks. 



Ip Boost 

250 

Gain 50% more JP in battles. 

BVcnb only with monster directly next to unit , and with an 

| station difference of 3h or, 

less. 



Move 

jp 


Effect 

■ 

Move+1 

200 

Move Up +1 



7 


swords, like crossbows and spears. However, her Unyielding Blade techniques can only be used with swords. 

The downside to her strengths is that Unyielding Blade skills only work if the unit is carrying an item to break. Her abilities are also useless against 
any unit carrying the Safeguard ability, which protects against item breaking. In order to alleviate these problems, equip a secondary ability set like 
Darkness to give her something to work with when her other skills fail. 












































Templar 



Knives, Swords, Knight’s Swords 
Shields,"He^ms 0 Armors, Robes 


■JOBIMASTERY: 


4340 JP 




BEOWUI.FM 


Job Overview 

Beowulf is essentially a stronger version of the Mystic job. His Spellblade skills consist of various status ailments that lack the casting time ot the 
W M ystic ’ s spe u set . He also boasts a powerful set of statistics and equipment possibilities that make him a formidable close range combat unit. As a 

whole, his combination of powerful support casting and crushing melee capabilities make him one of the more flexible units at your disposal. 

Disable, Sleep, and Break are the first abilities he should learn. These skills essentially eliminate an enemy’s ability to do anything at all, taking the] 
out of the battle almost completely. Break in particular is very important to using Beowulf, since it destroys the enemy with a single stroke. Chicke 
is also worth learning, which lowers a target’s Bravery level by a whopping -50, crushing their reaction abilities and making them vulnerable to the Chicken sti 
(when Bravery drops below 10). Lastly, Vengeance has the potential of inflicting massive damage. Along with its 100% hit rate, it deals damage equal to the 
amount of HP Beowulf has lost (max HP minus current HP). This makes it useful as a last act of desperation when Beowulf is in a critical state. 





* & 4 - 4 * 4 " 4 ~ 4 ‘ 


Beowulf’s Zombie transforms the targeted unit into the undead. After the 
transformation, the undead creature is highly vulnerable to certain attacks, such 
as healing spells or Mustadio’s Seal Evil technique. A fun skill combination is to 
equip White Magick to Beowulf, so that he can cast healing spells on Zombified 
enemies. * 





.Recomme nded.Sk i lU Set^B- ^ M mri s 

White Magicks, Reflexes, Halve MP, Move +3 

Beowulf has a lot of flexibility, so this ability set is designed 
to make the most of it. Halve MP lowers spell casting costs 
by 50% of their original value (mostly used to lower the cost 
of Break). White Magicks has been equipped to give Beowulf 
support capabilities, as well as access to Holy. Finally, Reflexes 
helps his evade rate, which can be improved further with 
proper equipment management. 


Spellblade 

jp 

MP SP 

Range 

Effect 

Blind 

50 

6 0 

4 

Causes Blind. 

Syphon 

0 

2 0 

4 

Absorb 1/4 of the target’s Nf 

Drain 

180 

12 0 

4 

Absorb 1/4 of the target's HP 

Faith 

200 

10 0 

4 

Causes Faith. 

Doubt 

200 

10 0 

4 

Causes Atheist. 

Zombie 

150 

14 0 

4 

Causes Undead. 

Silence 

90 

16 0 

4 

Causes Silence. 

Berserk 

200 

16 0 

4 

Causes Berserk. 

Chicken 

500 

12 0 

4 

Drops Bravery down by -50. 

Confuse 

200 

14 0 

4 

Causes Confuse. 

Dispel 

300 

20 0 

4 

Purges positive status 
ailments. 

Disable 

50 

14 0 

4 

Causes Disable. 

Sleep 

170 

20 0 

4 

Causes Stop. 

Break 

300 

24 0 

4 

Causes Stone. 

jVengeance 

600 

20 0 

8 

Inflicts damage equal to 
Beowulf’s wounds. 






Reaction 

jp 

Trigger 

Range 

Effect 

Counter Tackle 

180 

Phys. 

1(1) 

Retaliate with a Dash Attack. 1 




___J 


jp 

Effect 

Equip Axes 

170 

Equip Axe regardless of Job. 

Beastmaster 

200 

Nearby allied monsters gain abilities.* 

Defend 

50 

Action Command used to lessen damage from attacks. 1 

JP Boost 

250 

Gain 50% more JP in battles. 1 

*Works only with monster directly next to unity and with an 

elevation difference of3h or less. 


! 

Move 


jp 

Effect 

Move 


200 

Move Up +1 
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.CD Overview 

The Sky Plate Balthier has almost cvetything you could ever want for a unit. His Speed rating is absolutely massive, giving him extremely htgh evaston and taster turns. He has a 
decent Physical Attack stat and he can equip a huge variety of powerful weapons which include Guns, Swords, Knight s Swords, and Poleanns. He abo has an mherent Sa eguar 

n shattering skills of Knights. If that wasn’t enough, his unique ability set (Piracy) is a combination of both the Thief and Engineer skill sets. C 

jriginal technique that causes Balthier to attack with his weapon four times in a row. Each of the four strikes within Barrage inflicts only 



ability that protects him from the item si 
of the skills in the set. Barrage, is a completely ori; 


50% of the original damage of a normal attack. Overall, this amounts to two attacks worth of damage total. However, each of rite four strikes carries the possibility of scoring a 
hit, periodically making the damage it deals absolutely shocking. 


critical 


.«two vood routes to take with Balthier depend,ng on wha, type of unit you wan, to create. You can focus on his lung range support capabilities, equipping a Gun, Concentration and Arts of , 
D even mote options to his range game. Or, you can focus on his capabilities as a melee unit, equipping a Knights Sword and adding abilities that improve hts attack output. Balduer works 
5 cither type of unit, making the Sky Pirate a very unique job. 


Lp ar to Mustadio, Balthier should be equipped with speed enhancing items, 
is should be done to focus on building up his already enhanced speed stat. 
►can already take an unusually high amount of turns in battle, but you can 
E^ice this with the right equipment The Green Beret, Thief’s Cap, Acacia Hat, 
rsge Vest, and Brigand’s Gloves are all examples of itemp^hat improve speed. 

L_ 



f Recommended-Skill.Setr—— 

"Ti 


This ability combo is centered on making Balthier a strong 
melee unit, assuming he is equipped with a Kmght s Sword. 
Jump has been equipped to replace his gun as a ranged attack. 
He has plenty of speed at his disposal, so Jump s drop speed is 
lightning fast. Vehemence increases his attack power by 50%, 
making Barrage and Jump even stronger. 




Piracy 

JP 

MP 

SP 

Range 

Effect 


0 Weapon Causes Immobilize. 

0 Weapon Causes Disable. 

0 Weapon Casts Stone on Undead enemies. 
0 Weapon Attacks 4 times in succession. 

0 1(1) Steal Gil from enemy. 

0 3 Causes Charm. 

0 1(1) Steal a Helm from an enemy. 

0 1(1) Steal Armor from an enemy. 

0 1(1) Steal a Shield from an enemy. 

0 1(1) Steal a Weapon from an enemy. 

0 1(1) Steal an Accessory from an enemy. 

0 1(1) Steal Exp. from a unit. 


| Leg Shot 2UU u 

| Arm Shot 300 0 

, Seal Evil 200 0 

. Barrage 1200 0 

| Plunder ^ Q 

| Gil 

f“ 150 0 

Heart 

“ 350 0 

Helm 

1“ 450 0 

Armor 

IPkinder 350 Q 

r; Shield 

| Plunder 600 Q 

Weapon 

| Plunder 500 0 

1“ 250 0 

Exp 


Reaction JP Trigger Range Effect 


if 

h 

99 9 1 

If 

to 

It 


If 


180 Phys. 1 (1) Retaliate with a Dash Attack. 


Counter Tackle 

E37BI1 

Equip Axes 
Beastmaster 
Defend 
i JP Boost 

'Works only ’with monster directly next to unity and with an elevation 
difference of 3h or less. 


JP Effect 


170 Equip Axe regardless of Job. 

200 Nearby allied monsters gain abilities.* 

50 Action Command used to lessen damage from attacks. 
250 Gain 50% more JP in battles. 


r 


Move 

jp 

Effect 

Move +1 

200 

Move Up +1 
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REISi(HUMAN) 

Dragonkin 



ar mo retypes 



JOB jSTATISTICM 


Move Jump C-EV JP Master 


Rings, Armlets, Hair Adornment, Minerva Bustier, Perfume, Lip Rouge 


3 


3 7 3350 


■JOB1MASTERY 


[23 

A 


Phys ATK Magick ATK 


A- 






Job Overview 

This dragon turned human is a very unusual character. Reis has the strongest set of statistics available for any character, but she can only equip 
Female only items such as: Bags, Hair Adornments, Perfumes and Lip Rouge; and besides those the usual Accessories: Ribbons, Rings, Armlets. She 
^Ki also has innate Dual Wield, Tame, Beast Tongue, and Beastmaster skills. In combination with the breath abilities she had as a dragon, she also has 
the Dragons Might and Dragon’s Gift abilities to use on Dragons and Hydras in battle. This makes her very effective in random battles littered with 
Dragons, in which case she can invite any of them to join your group, and increase their potential on the spot! 

Though it’s possible to make it work, the lack of a wide range of items to equip, in combination with a set of abilities with limited uses, makes her initial job fair^ 
weak. It is recommended that you use the Dragonkin job’s statistic growth to level up, then change to a more effective job later. Reis can excel at almost any job 
due to her innate statistics. 


i 


ibl 


reisihumani /THTT?ju* 

Though Reis comes back with Dual Wield inherently, she doesn’t have the bare 
handed strength of a Monk to inflict worthwhile damage. Additionally, the only 
weapon type she can equip, the Bag, can’t be Dual Wielded. To handle this 
problem, equip the Monk’s Martial Arts support ability to put some power into 
her punch. As an alternate fix, attach the Knight’s Equip Swords skill to open up 
ci.oud the option of Dual Wield for blades; 




R ec omm e n dedsSki ll.S et J — 

Arithmeticks, Shirahadori , Equip Swords, Move +3 

This set is designed to make the most out of the Dragonkin 
job. Arithmeticks is a healthy addition to Reis’ abilities 
because of her above average MA rating. Since Dual Wield is 
already a present skill, Equip Swords gives her two weapons to 
swing (try equipping two Rune Swords to raise her MA value 
even further). Since Reis doesn’t have much armor that she 
can equip, Shirahadori is an absolute necessity to keep her out 
of harms way. 





4*4*4 

i 

■ Dragon 

jp 

MP 

SP Range Effect 

• Ice Breath 

0 

0 

0 

2.4 lines Ice elemental magick attack. 

Fire Breath 

0 

0 

0 

2.4 lines Fire elemental magick attack. 

Thunder Breath 

0 

0 

0 

2 4 lines Lightnin9 elemental ma 9 ick 
attack. 

Dragon’s Charm 

300 

0 

0 

2(2) Causes Traitor on Dragons. 

jr Dragon’s Gift 

300 

0 

0 

Restore HP and Status for 
Dragons. 





Dragon or Hydra units gain 

Dragon’s Might 

400 

0 

0 

2(2) Brave +10, Speed +1,PA 





+1,and MA+1. 

r Dragon’s Speed 

400 

0 

0 

2(2) Boost Dragons’CT to 100. 

H Holy Breath 

900 

0 

0 

Hits with Holy damage 1 to 10 
times within effect area. 






* Reaction 

jp 

Trigger 

Range Effect 

Counter Tackle 

180 Phys. 

1(1) Retaliate with a Dash Attack. 1 



£ fy % 



OEfTSiSHi 


JP 

Effect 

E Equip Axes 


170 

Equip Axe regardless of Job. 

Beastmaster 


200 

Nearby allied monsters gain abilities.* 

P Defend 


50 

Action Command used to lessen damage from 
attacks. 

y JP Boost 


250 

Gain 50% more JP in battles. 


*Works only with monster directly next to unit, and with an 
elevation difference of 3b or less. 


Move 

jp 

Effect 

Move +1 

200 

Move Up +1 
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\ CHARACTERS 
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i: Overview 

Cloud is an awkward character to use. When he is first obtained he starts at level 1 with no worthwhile equipment on him, so he has to be built up 
from scratch. His original ability set, Limits, are not initially available either. A weapon called the Materia Blade has to be obtained and equipped 
before these skills can be used. Limits essentially act as summon spells that ignore evade percentages, giving them a 100% hit rate. They cannot 
distinguish between friend or foe, and they generally have a massive casting time. Because of their poor speed, and because panels are targeted 
instead of the enemy, there is rarely enough time to finish casting a Limit before the enemy has a chance to move away. Furthermore, Cloud’s 
statistics, though moderate, are not geared towards helping the effectiveness of his Limit abilities. 

: these problems, Cloud can still become a valuable member of a part)' with three abilities in place: Swiftness, Climhazzard, and Finishing Touch. 

Pune Mage’s Swiftness ability improves the charging time for Limit skills just enough to make many of them useful. In regards to useful Limit skills, 

ird inflicts more damage depending how low your enemy’s HP is. If an enemy is at 50% of their max HP, Climhazzard will inflict 50% damage, always 
^wc them. Finishing Touch inflicts one of these status ailments: KO, Stone, and Stop; which can effectively remove an enemy unit from the turn order. It has 
: success rate and a decent casting speed, easily making it the best Limit ability available. It is essentially a 1-hit kill against any enemy that does not have 
on against those status effects. 



\GMH3 


The Materia Blade is found on top of 
Mount Bervenia, an area that opens up 
at the start of Chapter 4. Find a class 
with good Jump and Move ratings 
(like a Ninja or Thief) and equip them 
with Treasure Aunter and a pair of 

s Boots. Once you are at Mount Bervenia, the Mateffc Blade is located on 
t with an extremely high elevation. There are not two items on the panel, so 
Imorry about getting a bad item. Move to the top to obtain your prize. 

30233 


\ Limit 

jp 

MP 

SP 

Range 

Effect 

: Brave Slash 

150 

0 

34 

i 

Damages. 

; Cross Slash 

200 

0 

25 

2(0) 

Damages. 

Blade Beam 

250 

0 

20 

1 

Damages equal to Cloud’s 
wounds. 

\ Climhazzard 

500 

0 

15 

1 

Damages equal to target's 
wounds. 

s Meteorain 

600 

0 

10 

3(0) 

Damages. 

I Finishing Touch 

700 

0 

20 

2(0) 

Causes K0, Stone or Stop. 

| Omnislash 

1200 

0 

07 

3(0) 

Damages. 

j Cherry Blossom 

2500 

0 

05 

3(0) 

Damages. 


Lots of work and planning need to 

De cone for Cloud to work effectively 

wit n his Soldier class. If you are 

looking to make his Limit skills as 
effect: . e as they can be. your first 

priority is to build him up until you open 

p Te Time Mage class. The Swiftness ability helps to slightly shorten Limit casting 
I -du may also want Immobilize and Stop, which can be cast on to enemies 
i xrantee that they can’t move away from the bigger Limit skills (like Cherry 
lesson) . Lastly, Haste should also be obtained to speed up Cloud's turn count. 

, Re com me nded, Skjjh; Set^—- 

Time Magicks, Shirahadori , Swiftness , Move +3 

This set focuses on making the most of Cloud’s Soldier job. 
Time Magicks and Swiftness give him options to land his 
Limit abilities in battle. Caste Haste early on to speed up the 
amount of turns Cloud gets, and use Immobilize and Stop 
to eliminate the enemy’s ability to avoid his Limit attacks. 
Shirahadori has been chosen over other Reaction abilities 
because of Cloud s poor equipment options. 


i Reaction 

jp 


[Counter Tackle 

180 

D . .... Retaliate with a 

Phys ' 1(1) Dash Attack. 


If 


f 


mmmm 

jp 

Equip Axes 

170 

i Beastmaster 

200 

j Defend 

50 

JP Boost 

250 



Equip Axe regardless of Job. 

Nearby allied monsters gain abilities.* 

Action Command used to lessen damage from 
attacks. 

Gain 50% more JP in battles. 


*Works only with monster directly next to unit , and with an 
elevation difference of3h or less . 


Move 

jp 

Effect 

Move -1 

200 

Move Up +1 
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1 

HP 

MP 

SP 
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Job Overview 





REIS (DRAGON) £$► 

5 


4 


This is the initial form of Reis, a dragon with violet scales. She can’t equip any items, change jobs, or enter water in this form. She does have an 
innate Counter ability, and constant protection against the Holy element. Reis also has a massive HP pool and inflicts big damage with normal 
physical strikes. She even has access to three basic magick attacks that activate with no cost. Unfortunately, the dragon form of Reis doesn't stay in 
your party for very long. She changes into her human form after you clear Nelveska Temple. 




Dragon JP HP SP Range Effect 


CONSTRUCTS 


( 


Ice Breath 0 0 0 2(4 lines) Ice elemental magick attack. 

Fire Breath 0 0 0 2(4 lines) Fire elemental magick attack. 

Junder Breath 0 0 0 2(4 lines) Lightning elemental magick attack. 

CONSTRUCT*8b 

Automaton 


1 
i i 

m 


Move Jum 


3 


3 


■ 

HP 

MP 

SP 

Phys ATK 

Maqick ATK 1 


A- 

None 

Bt 

S 

None 
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Job Overview 

YMam Construct 8 is a robot with many strange properties. It cannot equip items or change its job, so it cannot learn any new abilities. However, it has 
several innate abilities that consist of Counter, Defense Boost, Atheist, Ignore Terrain, and Ignore Weather. Because it is a machine, Construct 8 
can t enter water, nor is it affected by spells (it has no soul, thus it has no Faith rating). This has obvious advantages, namely leaving Construct 8 
invulnerable to offensive magick, but it also makes it impossible to heal Construct 8 with spells. 

Overall, Construct 8 is a powerful unit against spell casters. It is immune to spells of any sort, and it inflicts massive damage with basic attacks. Construct 8 is 
exceedingly effective when paired up with a Black Mage using Arithmeticks, in which case it can take any spells thrown at it if the Black Mage nukes the entir, 
battle field. 



WORK 

jp 

MP 

SP 

Range 

Effect 

Destroy 

0 

0 

0 

1(2) 

Damages, uses HP 

Compress 

0 

0 

0 

1(2) 

Damages, uses HP Can cause KO. 

Dispose 

0 

0 

0 

8 

Damages, uses HP 

Crush 

0 

0 

0 

1(2) 

Damages, uses HP 
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: Overview 


Similar to Construct 8, Byblos carries an innate Poach, Counter, and Ignore Height, but he can’t enter water. He cannot equip items or gain new 
abilities. The abilities he docs have inflict effects similar to Beowulf’s Spellblade skills. Parasite, for instance, is his strongest ability, casting a random 
status ailment consisting of Poison, Blind, Confuse, Stone, Silence, Oil, Toad, or Sleep. Each ailment is treated as an independent event, with 
each having a 25% chance of infecting the target. It is very possible that several of these elements infect the same target at one time. In the case of 
Difference, it deals damage equal to the target s current MP, making it useful against mages. He even has a basic heal spell, Energy, which heals the 
pr: by twice the amount of Byblos’ current HP. If Luso didn’t exist, Byblos’ innate Poach ability would make him perfect for return trips to the Midlight’s 
kp. Unfortunately, Byblos leaves a lot to be desired in comparison to Construct 8, who has more positives to overshadow the negative aspects of its character. 


























INTRODUCTION 


one 


USING THIS 
WALKTHROUGH 

Final Fantasy Tactics is one of the greatest video game stories ever told, 
and the goal of this walkthrough is to help you experience that story 
as quickly as possible. The advice here is designed to help you clear all 
of the required story battles. It does not address the optional events, 
recruiting bonus characters, or anything besides beating the main story. 
There are other sections in this guide that cover these advanced topics. 
If you like, you can consult these sections and add these gameplay 
elements to enhance your experience of this truly fantastic game. 

The information in the walkthrough is organized into four chapters, 
to parallel the game. Each battle has its own entry, complete with data 
on enemies, allies, and other factors of each battle. This information 
also contains suggestions for possible characters, jobs, and equipment 
that you may want to use in clearing each of the battles. The 
walkthrough also includes data on what treasures, rare items, and 
stealing opportunities a particular battle might offer. You can use this 
information to determine your priorities on any given map. 

At the beginning of each chapter is the Story Flowchart. It simply 
lists the chapters required battles in sequence, along with the ideal 
times to attempt a Rendezvous co-op battle. While these battles are 
not required, they do serve as valuable benchmarks in your party’s 
progression. If you lack the skilfc necessary to pass one when the 
walkthrough suggests attempting it, then you may be too weak for the 
story battles that lie ahead of you. 

Part of Final Fantasy Tactics lasting appeal is its flexibility, so bear in 
mind that what the walkthrough recommends isn’t the only way to 
play the game. Feel free to try out different assortments of jobs and 
characters, if you think you will enjoy using them. Just make sure that 
your part}' has access to the key skills the battle requires in order to 
progress. 




CHAPTEf 

four 


TREASURE 

HUNTING 


Most maps in Final Fantasy Tactics contain an assortment of four 
; treasures. To get them, a character with the Treasure Hunter ability 
must go and stand on those particular tiles. The lower the character’s 
Bravery stat, the greater the chance of that character getting the tile’s 
Rare Drop. 

How important Treasure Hunting is to your game is really up to you. 

For the most part, this guide doesn’t aggressively recommend hunting 
down every item in every level, since these items are not usually much 
better than what you can buy from a shop at that point in the game. It is 
important to note that if you do use Treasure Hunter, you stand a good 
chance of consistently having equipment that is a little bit stronger than 
7 Q what you are “supposed” to have in a given level. 


OPTIMAL ZODIAC 

There is a wide assortment of data listed for each battle, but one deceptiv 
important piece of information is the optimal Zodiac compatibility for the | 
fight. For most battles, characters of a certain Zodiac alignment will have a 
advantage in damage over characters that do not have this compatibility. Yd 
may want to rethink who you do and do not deploy for a given battle base< 
on this information. 

What this is really important, however, is stealing. A quirk of the Final 
Fantasy Tactics'stM system is that the bulk of your stats come from what yo 
character is equipping, rather than level growth. Anything that helps you 
acquire truly powerful equipment more quickly is a plus, and there are son 
really potent pieces of equipment that can only be acquired by stealing thee 
Also, note that nicking powerful equipment from a boss also makes him or 
her a little easier to defeat. 

You will want a Thief in your party as soon as possible. And, the Thief dui 
for a given battle should be influenced by the unit’s Zodiac alignment. W1 
it is not quite worth grinding to unlock Thief early in the game, you do 
to make sure you have a few of them available by the time you hit Chapter i 
By Chapter 4, they should be able to multiclass as Monks or Ninja, which 
excellent support classes when it comes to stealing. 

Likewise, you may want to avoid using weaker characters with a Zodiac sign 
that opposes the optimal zodiac alignment. This is generally a character that 
will take extra damage during the fight, and have a hard time making a dent 
in opposing forces. If you do use them, consider placing them into jobs that 
allows the use of equipment that boosts their defense stats as high as possil 

At the beginning of the game, you get to determine what Ramza’s Zodiac 
alignment will be by entering his birth date. Some players like to give him 
a birth date that guarantees an optimal Zodiac alignment for certain key 
battles in the game (for instance, X is very useful in Chapter 1). Others 
simply leave it to chance and enter their own birth date, or another date that 
is meaningful to them. 

Whether or not you opt to try and give Ramza an optimal Zodiac sign is 
completely up to you. It is not a requirement for getting through, or excelling 
at, the game. To demonstrate this, the author of this walkthrough used her 
own birth date, 8/26, to give Ramza TDt alignment. This is not an optimized 
alignment for much of the game but, as you will see, it poses no long-term 
difficulties to Ramza’s effectiveness in battle. 

(Of course, if your birth date happens to give Ramza an optimal Zodiac 
alignment, don’t hesitate to use it! Some people are just going to be luckier 
than others in this regard.) •• 









NDOM BATTLES 

r you move from place to place in the Final Fantasy Tactics, one 
s. If you pass over a location marked with a green dot on the world 
; is a chance of encountering a random battle there. You need to 
dom battles frequendy. When you are trying to level up a particular 
rr, you may find yourself going out of your way to seek them out. They 
1 opportunities to steal equipment, get extra cash, and acquire JP. 

I :> important to remember with random batdes is that die enemy level 
Fted to mirror the level of the strongest character in your party, whether 
c that character goes into batde. If you want to level up a straggler, you 
I to do so while stronger characters are on the field to protect him or her. 
r be sure not to let the strong characters steamroll the enemies before the 
rjcu want to level up gets a chance to do anything. Overall, this mechanic 
j that as your party grows more powerful, random batdes grow more 
is. When you get into Chapters 3 and 4, you may encounter random 
s that are much harder than the story battles. It is still worth your while 
r and win them. 

: 1 .-cation has a special batde associated with it. This is a fixed selection 
ny units that are far more powerful than what you usually encounter 
_ You can only access these locations by approaching them from a certain 


These battles can easily wipe out your party if you arc caught by them 
unawares, so it is a good idea to always be prepared. Don’t move anywhere 
in Final Fantasy Tactics unless you are ready to win a vicious battle. If you are 
not, be prepared to restart your game a few times. A list of the special batdes 
for each location is located at the end of this section. On the plus side, these 
batdes can be excellent opportunities to steal some valuable equipment. 

Usually, when you encounter a random batde in a location, it uses the map 
that was introduced during the story. Every battle fought in Mandalia 
Plains, therefore, uses the data presented in the Mandalia Plains battle in the 
walkthrough. This means you can go back and try to get Hidden Treasures 
that you missed. However, you can only get treasure from a given tile once per 
game. 

There are three exceptions to this rule. They occur when random batdes in 
a given location use a different map than the story battle. The map data for 
these three battles are listed below. The upshot of this is the fact that you 
only have one chance to get treasure from the story batde map, so you should 
consider this when you decide whether or not to deploy a unit with the 
Treasure Hunter ability. Also, note that these maps have traps that occur in a 
fixed location, so you should learn to avoid stepping on these particular tiles. 
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1 Map Name 

Route 

; Units 

Mandalia Plains 

Brigands’ Den 

Red Dragon 

Blue Dragon x 3 
Dragon x 4 

Fovoham Windflats 

Ziekden Fortress 

Knight x 2 

Black Mage 

Time Mage x 2 

Siedge Weald 

The Merchant City of Dorter 

Archer x 2 

Time Mage 
Summoner 
Geomancer 

Mount Bervenia 

Riovanes Castle 

Revenant 

Goblin 

Black Goblin 
Chocobo 

Behemoth King 

Zeklaus Desert 

The Merchant City of Dorter 

Minotaur 

Knight 

Lenalian Plateau 

The Magick City of Gariland 

Arithmetician x 5 

Tchigolith Fenlands 

The Clockwork City of Goug 

Knight x 2 

Archer x 2 

Monk 

The Yuguewood 

The Walled City ofYardrow 

Samurai x 7 

Araguay Woods 

The Merchant City of Dorter 

Ninja x 7 

Grogh Heights 

The Royal City of Lesalia 

Monk x 11 

Beddha Sandwaste 

The Free City of Bervenia 

Summoner x 2 
Archer x 2 
Geomancer 

Zeirchele Falls 

Fort Besselat 

Mystic 

Time Mage x 2 

Dorvauldar Marsh 

Fort Besselat 

Squire x 3 

Minotaur 

Red Chocobo 

Balias Tor 

The Castted City of Zaland 

I 

Chocobo 

Dragon 

Blue Dragon 

Red Dragon 

Dark Behemoth 
Hydra 

Greater Hydra 
Behemoth King 

Dugeura Pass 

Grogh Heights 

Archer 

Monk 

Time Mage x 2 

Balias Swale 

Golgollada Gallows 

Chocobo 

Black Chocobo 
Tiamat 

Malboro 

Finnath Creek 

Zeltennia Castle 

Piscodaemon 
Behemoth x 5 
Wisenkin x 3 

Lake Poescas 

Mount Germinas 

White Mage 

Black Mage x 2 

Time Mage 
Summoner 

Mount Germinas 

The Trade City of Sal Ghidos 

Chemist x 3 
Mediator x 2 
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CHAPTER< 

one > 


CHAPTER 

two 


i 

CHAPTER^ 

three 


CHAPTER >■ 

four X 
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# iEnemy 

Job 

: Gender 

Level 

Zodiac 

Bravery 

Faith 

A Random 

Chemist 

M 

6 

Random 

Random 

Random 

B Random 

Knight 

M 

9 

Random 

Random 

Random 

C Random 

Archer 

M 

6 

Random 

Random 

Random 

D Random 

Archer 

M 

7 

Random 

Random 

Random 

E Random 

Archer 

M 

7 

Random 

Random 

Random 








# Ally 

: Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

A Agrias 

Holy 

F 

10 

© 

71 

63 


Knight 






B Gaffgarion 

Fell 

M 

10 

m 

61 

67 


Knight 






clLadd 

Squire 

M 

8 


63 

60 

D Lavian 

Knight 

F 

8 

T 

62 

61 

E Alicia 

Knight 

F 

8 

H 

61 

62 


I 

Ra 


■SUGGE _ 

Ramza deploys automatically at tile G6 as a level 9 Squire with 
the appropriate Mettle abilities, a Mythril Sword, Mythril Helm, 

Chainmail, and Battle Boots. 

ITAC^CS:g ^llMMM*4*4*4^ 

This battle is essentially a tutorial level that helps you get used to 
moving Ramza around and attacking with him. You can’t keep any 
JP or EXP gained here, and the enemies pose no threat to you. 


You'll see these guys again , but not until Chapter 2. 




Remember how powerful a Holy Knight can be. 
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CITY OF GARILAND 
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Enemv 

Job ll 

Sender L 


Bravery 

Faith 

Random 

Squire 

M 

1 Random 

Random 

Random 

Random 

Squire 

M 

1 Random 

Random 

Random 

Random 

Squire 

M 

1 Random’ 

■Random 

Random 

Random 

Squire 

F 

1 Randomi 

Random 

Random 

Random 

Chemist 

M 

1 Random 

Random 

Random 

181 







Delita Squire M 


That's a level one of your troops could have gained. 


tough you can deploy five units, Ramza cannot be removed 
ne; you with four open spots (this is the case with all story 
(Kxmnters). Send in a few Squires of each gender and a Chemist, 
r Chemist should be someone that you are planning on 
ng into a Black Mage, and your Squires should all be 
lidates for Thieves or Knights. 


ile Delita can almost clear this map single-handedly, it should 
^obvious from the start that he is not going to join your party 
nently. If at all possible, don’t let him get kills, since this 
t takes EXP away from your own characters. Don’t waste 
toons on him either. You don’t lose anything if Delita falls in 
nbat. 


If an enemy falls and leaves a chest behind, be sure to pick it up. 
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CHAPTER 


one 


[ENEMIES; 


Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 


A13 Potion 

El Antidote 

E9 Hi-Potion 

17 Eye Drops 


Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 


Squire 

Squire 

Squire 

Squire . 4 
Thief 

Red Panther 


Rod 

Broadsword 


Argath I isidef eateo! 


y | Job Gender | Level | Zodiac | Brave 

n 

i Faith 


Grid i Normal Droi 

) 

Rare Dro 


# 

Ally 

Job 

Gender 

Level 

Zodiac ! Bravery 

Faith 

A 

Delita 

Squire 

M 

1 + 

S 

71 

55 

B 

Argath 

Squire 

M 

2 

TIE 

73 

59 



You have two choices for this encounter. The first is to simply defeat the Brigade. The second is to beat the enemy while keeping Argath 


alive. This shouldn’t be too hard, since Argath has the Items ability and can use Potions on himself. Just send your Sqi 


imres and L-nennst in 


to pick off the enemies. 



You want to deprive Argath of EXP and JP whenever you can. 
He can use Items, and his AI chooses to heal before attacking 


enemies. A good way to keep Argath too busy to upstage your own 
part}- is to just let him take over the healing duties for the fight. 


76 


While Delita is still controlled by the AI, you can change his job 
and equipment between encounters. Take all of his equipment 
and make him an Archer if you want drastically to cut back his 
ability to acquire EXP and JP. Note that Delita’s starting level in 
this fight is whatever it was at the end of the last one. 



Argath's happy to spend a fight just 
handing out Potions. 



This is a Delita that isn't much of a 
threat to anything. 























































IES 


Random 

Random 

Random 

Random 

-andom 

Random 



Job 

Gender 

Level 

Zodiac 


Goblin 

N 

Variable 

Random 

Random 

Random 

Goblin 

N 

Variable 

Random 

Random 

Random 

Black 

N 

Variable 

Random 

Random 

Random 

Goblin 


•* 




Bomb 

N 

Random 

Random 

Random 

Random 

Bomb 

N 

Variable 

Random 

Random 

Random 

Red Panther 

N 

Variable 

Random 

Random 

Random 


HIDPENiTREASUR ES: 


Grid 

Normal Drop 

Rare Drop 

All 

Echo Herbs 

Bowgun 

B3 

Phoenix Down 

Escutcheon 

FI 

Potion 

Leather Helm 

G8 

Hi-Potiion 

Leather Cap 


This is an ideal level for fighting these 
monsters. 


Hopefully, the enemies are going to 
beat on him instead of Ramza. 


jG ESTEDj D EPLOYM ENT:-«- 

uple of Knights, an Archer, and a Chemist can really clean up in this battle. Black Magick spells can also be very powerful if you 
\ already unlocked the Black Mage class. Before the battle, you may want to make sure that your Knights have Long Swords and 
utcheons. Your Archer should have a Bowgun and, if you have the money to spare, an Escutcheon can offer some extra protection. 

ough this batde is a required part of the story, it uses the rules for random encounters. The monsters’ levels will be equivalent to your 
ngest party member. If you have been too dependant on any one character, you may regret it in this battle. 

I of the monsters are dangerous, but try to pick off the Bombs as quickly as you can. They do the heaviest damage and are immune to 
* magick (but they are very vulnerable to Thunder, don’t bother with Ice). If you let them linger at low I IP, they may Self-Destruct and 
> tremendous damage to every unit nearby. The sooner they are removed from the field, the better. 

Fake all of Argaths equipment before the battle, and take away his Item ability. If you can, make him an Archer to keep him from racking 
sp kills. Ideally, he and Delita will just distract the enemy while your units go about the business of winning the actual fight. 
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DORTE If SLUMS 


ENEMIES 


CHAl. 

one n' 



# ! Enemy 

Job 1 Gender 

Level 

Zodiac 

Bravery 


A Random 

Knight 

M 

4 

Random 

Random 


B Random 

Archer 

M 

3 

Random 

Random 


C Random 

Archer 

M 

3 

Random 

Random 


D Random 

Archer 

M 

3 

Random 

Random 


E Random 

Black Mage N - 

M 

2 

Random 

Random 


F Random 

Black Mage 

M 

3 

Random 

Random 









# Ally 

Job Gender 

Level 

Zodiac Bravery 

Faith 1 


Delita 

Squire + M 

1 + 


71 

55 

L 

B Argath 

Squire-i- M 

2+ 

TE 

73 

59 


Random 

Random 

Random 

Random 

Random 

Random 


HlPDENtTREASURESs, 

bshbeoi 

A5 Antidote 
El 3 Phoenix Down 
G2 Echo Herbs 
HI 5 Phoenix Down 


Rare Dro 


Leather Armor 
Clothing 
Mythril Knife 
Longsword 




SUGGESTEDiPEPLOYMENT:^^^^^^^^^^M^^ 


If you lose your Chemist in this battle , 
you might as well start over. 


If you use a Phoenix Down on a 
defeated unit, you aren’t in danger of 
losing them permanently. 


Ramzas high Faith makes him very vulnerable to the enemy Black Mages. You may want to make him a Knight (to soak damage) with the Black 
Magicks ability (to also dish it out). Beyond that, a character with low Faith should be your Chemist, and make sure he or she learns how to use 

the Phoenix Down item. 

Build up the rest of the characters that you are deploying as Knights. Give them the Item ability and teach them how to use Phoenix Down items if you 
can. Make sure all of your Knights deploy with the best equipment possible, even if it means heading back to Eagrose Castle to get it. 

The Archer at J2 may seem very threatening. With this unit’s height advantage, his firing range covers most of the map. The real units to 
fear here are the two Black Mages. Have your two toughest Knights edge toward them while you send Ramza up after the Archer. 

The Archer will spend most of his time firing at Delita and Argath, so Ramza should have little trouble defeating him. If your Knights can put an 
end to the Black Mages quickly enough, the rest of the battle is just a matter of picking off the other Archers and bringing down the Knights HP. 
If someone is defeated, immediately use Phoenix Down to revive them. The enemy Knight has the Items ability and can use Potions on 
himself. He can easily outlast the three turns it takes for one of your defeated characters to die permanently, and at this point in the game 
you have invested too much in them for loss to be an option. 

You may need to repeat this battle a few times before enemies with Zodiac alignments that you can exploit spawn. You need to be able to 
defeat the Black Mages with one attack each. Many players choose to give up at this point in Final Fantasy Tactics , but you shouldn’t. As 
long as you can defeat the Black Mages with a single blow each, you can clear this level. 



















































EMIES 


# Enem 


Random 

Random 

Random 

Random 

Random 

Random 


Job 

Gender 

Level 

Zodiac 

Bravery Faith 

Knight 

M 

3 

Random 

Random Random 

Knight 

M 

4 

Random 

Random Random 

Knight 

M 

5 

Random 

Random Random 

Archer 

M 

3* 

Random 

Random Random 

Monk 

M 

3 

Random 

Random Random 

Monk 

M 

4 

Random 

Random Random 


HIPPENiTREASURESii 


Grid Normal Dro 


F6 Potion 

G8 Hi-Potion 

K1 Eye Drops 

K10 Antidote 


Bronze Helm 
Plumed Hat 
Leather Clothing 
Linen Curirass 


RAT’S SIETCH 


AND 




walkthrough 

c 


* fll 


Gender Level Zodiac Bravery 


- Delita 

Squire+ 

M 

1 + 


71 

55 

: Argath 

Squire+ 

M 

2+ 

TTC 

73 

59 



Black Magicks let you easily kill two or 
three enemies at a time. 


This battle is excellent for leveling up >\ 
Archers. 


is is a job for long-range attackers. Send two Black Mages in with Delita and two Archers in with Argath. You may want to turn Argath 
1 Delita into Knights for this battle and equip them with any appropriate armor you have lying around, so they are a bit more durable. 

Tenc^ies are effectively boxed in by the walls of the house around them, with the only openings for them to escape at 15 and E9. 
pth and Delita really like to stand on these tiles and block the way, so long-range attackers can heap damage on the enemy freely from 

hind them. 

u rvrgath and Delita prove unreliable when it comes to blocking in the enemy, try tackling this battle with two Knights and two Black 
Mages. Have your Knights box in the enemy by standing on the escape tiles; then you can use your Black Mages to cast speUs on the enemy 

from a safe distance. 


79 



































HIDDEN iTREAS.URESsi 


Gender Level Zodiac Bravery Faith 


CHAPTER, 

three 


A Milleuda 

B Random 
C Random 
D Random 
E Random 
F Random 


AUUIES: 


A Delita 
B Argath 


Knight 

Thief 

Thief 

Thief 

White Mage 
White Mage 


Squire+ 

Squiren- 


Gender 

Level 

Zodiac 

M 

M 

1 + 

2 + 

m 


m 

Random 

Random 

Random 

Random 

Random 


68 

Random 

Random 

Random 

Random 

Random 


58 

Random 

Random 

Random 

Random 

Random 


Grid 

Normal Drop 

Rare Drop 

B2 

Antidote 

Flame Rod 

C2 

Eye Drops 

Ice Rod 

F3 

Echo Herbs 

White Staff 

J12 

Phoenix Down 

Longbow 


FOBTIMAL^ZOPIAC:* 






One of many times when you should’v 
listened to Delita. 


Milleuda s a persistent foe, so don’t 
think you’ve seen the last of her here. 

Male 'H has die best chance of stealing Milleuda’s equipment (her Chainmail and Power Gaundet are particularly worth taking). Try not to 

deploy female W. 


lSUGMS,TEDi PEPLOYMENTi=^^4=4=4^^4^^^ 

If you’ve unlocked die Thief class, it’s time to consider looting the enemies on this map. Send in some Knights with Rend Speed and Rend 
Weapon, or Time Mages if you want to make things even easier. The Steal Heart ability is also good to use if you have managed to acquire 

it before this level. 


BRIGANDS 


DEN 


DEPLOYMEIIHfiAfiMfi 


CHAPTER^ 

one x 


If you are not interested in looting Milleuda, just send someone in with Black Magicks. A strong enough spell caster can easily take out 
Milleuda and most of her escort with one or two spells. A company of Knights can be used with this tactic to shield the spell caster from 
harm. Archers can also be effective from range in this battle, if you’re still trying to unlock the Thief job. 

While the Thieves are just annoyances, you need to get rid of the White Mages entirely before you try and fight Milleuda. Not only are 
they powerful healers, but they can also use Black Magicks. Fortunately, both the Black Mages and Milleuda are very vulnerable to Black 
Magicks, and the map terrain forces them to clump together. 























































ENALIAN PLATEAU 
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Milleuda is defeated 
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EMIES: 


HIDDEN TREASURES; 


#1 Enemy 

Job 

Gender 

Level 

Zodiac 

Bravery 

I Faith 

Random 

Knight 

F 

5 

Random 

Random 

Random 

Random 

Knight 

F 

6 

Random 

Random 

Random 

Milleuda 

Knight 

F 

8 

TTC 

68 

58 

Random 

Black Mage 

M 

5* 

Random 

Random 

Random 

\ Random 

Black Mage 

M 

6 

Random 

Random 

Random 

: Random 

Time Mage 

F 

5 

Random 

Random 

Random 








■UWESTHfei 






□ILIHH 

Job Gender Level 

1 Zodiac E 

Iraveryl Faith | 


- Delita 

Squire-h M 1 + 


71 55 



Grid 

Normal Drop 

Rare Drop 

C3 

Potion 

Buckler 

E7 

Hi-Potion 

Iron Helm 

FI 

Antidote 

Red Hood 

K5 

Eye Drops 

Bronze Armor 


) RTiMAL^ZOPIAC ^ 

lie has the best chance of stealing Milleudas equipment (her Chainmail, Barbut, and Mythril Sword are particularly worth taking). 

r not to deploy female 

i may want to add a Thief to take Milleudas equipment and a Black Mage to handle her magick-using escort. Beyond that, Knights and 
hers can be employed as good short range and long range units. 


t rid of Milleudas Time Mage first, since she’s prone to casting 
aste on the Black Mages nearby. Then, try to wipe out the 
ack Mages quickly. Once this happens, you can safely ignore 
; other Knights and focus on Millcuda. Black Magicks deal 
cry heavyj damage to her, as can a Knight that is a good or better 
diac match. 


A Hasted Time Mage can make this 
battle very dangerous. 


Even if Milleudas Knights are at full 
health, the battle ends when she’s 
defeated. 
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Hi-Potion 


WINDFLATS 
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HIDDENiTREASURES:? 


Grid Normal Dro 


Rare Dro 


Echo Herbs 
Phoenix Down 
Potion 
Hi-Potion 


Leather Plate 
Hempen Robe 
Shoulder Cape 
Mage Masher 


three ^ 


CHAPTER/'- 


r #1 

Enemy 

Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

A 

Wiegraf 

White 

Knight 

M 

10 

m 

71 

64 

B 

Random 

Knight 

F 

6 

Random 

Random 

Random 

i C 

Random 

Monk 

F 

6 

Random 

Random 

Random 

{ D 

Random 

Monk 

f 

7 

Random 

Random 

Random 

E 

Boco 

Chocobo ' * 

N 

7 

T 

66 

48 




ALLIES: 


Gender Level Zodiac Brave 


Delita Squire+ 

mmm 


ORTIMAL^ZODIAC: 


IRIPTW- 


i 


Immobilizing Wiegraf is your only hop* 
of victory in this situation. 


Female W has an advantage in this fight, and the best chance of stealing Wiegraf s equipment (and everything except his Shoulder Cape L 
worth taking). Try not to deploy a male W. 


Head back to Eagrose Casde before this battle, there are some excellent new weapons and armor for sale there. Stock up on Mythril 
Swords and Chainmail to make your Knights tough enough to face Wiegraf. 

You will need skills that let you Steal or Rend Wiegraf s potent equipment in this fight. Time Magicks can Slow or Immobilize Wiegraf, 
too. If you re interested in completely looting Wiegraf, you may want to use Knights with Rend Speed and a female Thief with Steal Heart, 
but it may not be worth the effort. 

Black Magicks can be useful, but they must be used carefully—due to the constrained map size. Archers are a bit easier to use. Give 
everyone the Items ability and make sure the high-HP characters know how to use Hi-Potions. 

■•ft • 

J Wiegraf has the Holy Knight s Judgment Blade ability. If you remember the beginning of the game, then you know just how powerful it 
can be. Any troops that rush toward Wiegraf may be wiped out. You need to use more careful strategies to win here. 
xJPirst, get rid of the Monks that accompany him and wait for Wiegraf to descend from the cliff that he begins the battle on. When he does, 

• immediately try to Steal or Rend his sword, which removes his ability to use Judgment Blade. Once you’ve done this, the fight becomes 
easy to manage very quickly. 






































ENDEZVOUS: CHOCOBO DEFENSE 


rECTLgS^ 


defeated 


WALKTHROUGH 


ALLIES: i 


A Random Chocobo 
B Random Chocobo 


Gender Level Zodiac Bravery Faith 


N Variable Random Random Random 

N Variable Random Random Random 


4EMIEST] 

IOD33J1 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Level Zodiac Bravery Faith 


Squire 

Squire 

Squire 

Squire 

Chemist 

Chemist 

Chemist 

Thief 


Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 


Random 

Random 

Random* 

Randotn 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


q E P L oY M ENT: =4 =3 $ =s ^ : ^^ 

deploy any f emale characters, since the Thief uses Steal 
:. You should concentrate on characters that can do great 
runts of damage quickly. Squires, Thieves, and Monks are 
:ially good here, and Knights and Black Mages should also 
well. Be sure to buff up your Black Mages with White 
;icks, so you can heal the Chocobos quickly. 


> not 


erform 



Get the Chocobos together, and 
defending them becomes very easy 


Be patient while your partner makes 
his decisions. 


i battle uses random encounter rules, so make sure the IP and 2P parties are around the same level. The enemies are all going to be at 
: same level as the single strongest player unit. Any major level disparity' may result in one of the two players involved not pulling his or 

veight. 

erally, Pi should be able to protect the Chocobo at B6 and P2 needs to watch the Chocobo at H7. Clear out enemies as they approach, 
l help the other player once your Chocobo is relatively safe. Keep a careful eye on the Chemists, who may use Time or White Magicks. 

I the Chocobos every turn, if necessary, to keep their HP near or at full; it takes only two or three attacks to kill them. Their AI likes to 
1 with Choco Cure, and if one bird gets wounded the other may move in to heal it. In this situation, both players can just ring their units 
and the Chocobos and start hammering away at approaching enemies with impunity. 


J 
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FORTRESS 


CHAPTER,;. 

one x 


HIDDEN TREASURES: 


M 

Random Knight M 

C Random Knight M 

D Argath Knight 4 M 

E Random Black Mage F 

F Random Black Mage F 


Level 

Zodiac 

Bravery 

Faith 

7-10 

Random 

Random 

Random 

7-10 

Random 

Random 

Random 

7-10 

Random 

Random 

Random 

10 

m 

32 

67 

7-10 

Random 

Random 

Random 

7-10 

Random 

Random 

Random 


2=1 


Grid 

Normal Drop 

Rare Drop 

C3 

Hi-Potion 

Chainmail 

D10 

Potion 

Bronze Shield 

E6 

Antidote 

Ringmail 

11 

Eye Drops 

Silken Robe 


t Job Gender Level Zodiac Bravery Faith 


^Delit^^ Squire-h M 

ESllMAl^ZODIAC^WM- 


Female W has die best chance of stealing Argath’s equipment 
(and everything he has is really worth taking). Try not to deploy 




Black Magicks deal heavy damage 
to Argath, enough to make his Auto- 
Potion ability less of a problem. 


An Archer with Arts of War can easily 
use Rend Weapon on Argath from a 
distance. 


rS UGGESTEPl DEPLOYMENT: 

Black Magicks are the key ability for this battle, since it is the only way to kill Argath quickly. With his low Brave, Knightslayer crossbow, 
and potent equipment, engaging him at melee range may not be the best option, unless hes Immobilized. 

With that said, Knights can be used to deal with the threat, and you probably want a Thief on the field. Monks can also be very useful, 
since they obtain turns quickly and can tear through the enemy Knights’ HP. Try to stay away from Archers and Squires. These units may 
not hit hard enough to really contribute in this fight. 

Argath’s Knightslayer crossbow may make getting a unit close to him a difficult proposition. If you are willing to forego stealing his 
equipment, you can get him in range of spells and try to take him out with a couple of big blasts. 

If you want to steal his equipment, you need to defeat his companion Black Mages and Knights, and try to use Time Magicks to Slow or 
Immobilize Argath. Rend Speed and Rend Weapon are also useful abilities in this situation, since it is really the rest of Argath’s equipment 

tliat you want to take. 





















































CHAPTER 

two - T 


Vm 

\ 


i Enemy 

Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

Grid 

Normal Drop 

Random 

Archer 

F 

9 

Random 

Random 

Random 

A10 

Potion 

Random 

Archer 

F 

10 

Random 

Random 

Random 

C5 

Hi-Potion 

Random 

Black Mage' 

M 

9 

Random 

Random 

Random 

11 

Echo Herbs 

Random 

Black Mage 4 

M 

10 

Random 

Random 

Random 

17 

Ether 

Random 

Thief 

M 

9 

Random 

Random 

Random 



Random 

Thief 

M 

11 

Random 

Random 

Random 




Ice Bow 
Shuriken 
Barbut 

Round Shield 



A Agrias 
B Gaffgarion 


Job 

T Gender 

Level 1 

Zodiac 

Bravery 

Faith 

Holy 

F 

10 + 


71 

63 

Knight+ 





Fell 

M 

10 + 

TE 

61 

67 

Knight-b 







Agrias’s Holy Sword skills let her strike 
from a distance. 


Although Ramza is a Knight now. Black 
Magicks can really come in handy. 


86 


rS UGGESTEDi PEPLOYMENT: 

You may want to have Ramza spend Chapter 2 as a Knight, preferably with optimized equipment at all times. If you want to take advantage 
of his Faith, you should give him some form of Magick as a secondary ability. The rest of your party should be male characters in speedy 
jobs like Monk, Squire, and Thief. It also helps to deploy a (low-Faith) Chemist here and in future battles, since your attackers are learning 
plenty of secondary abilities that are more useful than Items. 

: This battle is really a straightforward push toward the enemies at the top of the hill. High-speed characters can gain initiative over the 
Archers and Thieves in an effort to break through and attack the dangerous Black Mages. Or, you can use your high-defense characters to 
push through to the Black Mages. Either way, defeating the Black Mages should be a top priority. The second objective should be to stop 
the Thieves as quickly as you can, since they can use Steal Heart on Agrias. 

You should try to stop Gaffgarion from earning JP or EXP if at all possible, so take all of his equipment and make him a Chemist with no 
other abilities equipped. Agrias, on the other hand, should be optimized as if she was one of your ordinary characters. Give Gaffgarion’s 
best equipment to Ramza, and the rest to Agrias. Let her use her potent Holy Knight class to great effect. You’ll find that she is an 
extremely valuable addition to your ranks. 











































OEPifOVMENTJSirQTiS 


^WALKTHROUGH 
? 


HIDDEN TREAS URES:! 


I to 


Rare Dro 


Normal Dro 


Random 

Random 

Random 

Random 

Random 

Random 


Goblin 

Goblin 

Goblin 

Goblin 

Goblin 

Black 

Gnhlin 


Zodiac Bravery ! Faith 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


D5 Gold Needle 

E8 Phoenix Down 

15 Potion 

LI Hi-Potion 


Headgear 
Mythril Armor 
Mythril Vest 
Spiked Boots 


-- 

Ui Job 

Gender 



Bravery 

Faith | 

Holy 

Knight+ 

F 

10 + 

<8> 

71 + 

63+ 

\ ^algarion Fell 

Knight-h 

M 

10 + 

m 

61 + 

67+ 

1 Boco 

N 

10 

T 

68 

48 


The Goblins quickly overwhelm Boco if 
you don’t work hard to defend him. 


You may not use Boco much after he 
joins your party, but he can lay eggs 
that hatch into powerful Black and Red 
Chocobos. 


„ ■ _-jj PEPLOYMENT: 

„i really semi just about any class in to fight the Goblins and expect them to put up a good fight. Knights and Black Mages are really 
ob choices for a balanced fighting force on this map. If you end up in a situation where you have to keep Boco alive, you may want a 

e Mage on the field. 

2TIC A '4 1 ft 

, really approach this battle the same way that you might approach a random encounter with Goblins. The best tactic may be to 
ton trying to pick off the Black Goblin first. It is also important to note that the dialogue choices in this battle don’t just affect your 
f levels. If you select the “Perhaps we could use him?” answer, you will lose the battle if Boco dies. Generally, the fight is easier if you 
he other answer, “We should be on our way through the wood.” This option just lowers your Bravery a little. Note that Boco joins 
: ?roup after the battle, regardless of your answer. 

































CHAPTER 


two 


CHAPTE 

three 


Random 
Random 
Random 
D Random 
E Random 
F Random 

G Random 

CHAP 1LR _ 

vf H Random 
I Random 
J Random 


i Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

Knight (Undead) 

M 

Variable 

Random 

Random 

Random 

Knjght (Undead) 

M 

Variable 

Random 

Random 

Random 

Kniaht (Undead) 

M 

Variable 

Random 

Random 

Random 

Arcner (Undead) 

M 

Variable 

Random 

Random 

Random 

Archer (Undead) 

M 

Variable 

Random 

Random 

Random 

Black Mage 
(Undead) 

M 

Variable 

Random 

Random 

Random 

Time Mage 
(Undead) 

F 

Variable 

Random 

Random 

Random 

Revenant (Undead) 

N 

Variable 

Random 

Random 

Random 

Revenant (Undead) 

N 

Variable 

Random 

Random 

Random 

Revenant (Undead) 

N 

Variable 

Random 

Random 

Random 


ISUGGESTED j DEPLOYM 

For this mission you may only want to deploy Chemists who can throw Phoenix Downs. Each side 
jfceeds about six Phoenix Downs. You can also use White Mages for this purpose, but they should 
blow the Revive spell. 

This battle can be reallv fun. If you’ve played prior Final Fantasy games, you may remember the rule 
for undead enemies: they take damage from spells and items that heal the living, and resurrecting spells 
and items can instantly destroy them. Just have your Chemists throw Phoenix Downs at the enemy for 
an easy (and hilarious) victory. 


A Hasted zombie can pose a serious 
threat to a party of Chemists. 


CHArTI.R/V 
one V 


Phoenix Down is instant death for 
Undead. 




































- Enem 


Gaffgarion Variable 

-andom Knight 

Random Knight 

Random Knight 

Random Knight 

Random Knight 


Level Zodiac 


10+ IE 

8 '> ' Random 

8 ’i Random 

9 Random 

10 Random 

11 Random 


61+ 67+ 

Random Random 

Random Random 

Random Random 

Random Random 

Random Random 


HlPDENiTBEASURESii 

mmmm 

B4 Ether 
F3 Echo Herbs 

H5 Gold Needle 

15 Phoenix Down 


Leather Cloak 
Platinum Dagger 
Coral Sword 
Poison Rod 


L 


-~-ra 


* Ally 

Job 

Gender 

Level 

: Zodiac 

Bravery 

Faith 

i Agrias 

Holy 

Knight+ 

F 

10+ 

® 

71 + 

63+ 

: Delita 

Holy 

Knight 

M 

11 

/ 

75 

50 

_ Ovelia 

Princess 

F 

5 

'O' 

53 

72 



Ovelia is a surprisingly potent support 
caster. 


Delita is just as potent a Holy Knight 
as Agrias. 


Xp 


J DEPLOYM ENT:=4=4=4==4 t 4^4=4-4=^=4=^ fc 4 s 4' 

i have used the previously stated strategies for suiting Gaffgarion (to keep him from being a threat) you will only have to deal with 
‘ Knights on this map. They are not particularly high-level or well-armed, so you may only need a good Chemist and a troupe of 
meters that have been designed to deal heaps of damage quickly. Time Mages can be valuable here, but hold off on Black Magicks. In a 
retrained map like this, tire chances of accidentally hitting a friendly NPC may be too great. 

hen Gaffgarion becomes part of the opposition at the beginning of the battle, his job, level, and equipment are whatever he possessed 
ore you sent him into the battle. If you removed all of his equipment and changed his occupation to a weaker job, you should be able to 
uell his mutiny without much trouble. 

at just leaves the Knights and protecting Ovelia. Delita can do lots of damage, and if you’ve kept Agrias as a well-armed Holy Knight 
^she’ll be able to do the same. Your units just need to be strong enough to pick off the Knights (or cripple them) before they can do too 

much damage. 
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CI1APT 


CHAPTER, 


Hi-Potipn] 


TiH EC ASHED CITY OF ZALAND 




EmEBlaOi 


«'Me 


two 


ENEMIES 


HIDDEN TREASURES: 


Grid Normal Dro 


Rare Dro 


CHAPTER^ 

three X 


\J 

i Enemy 

Job 

Gender 

Level 

Zodiac 

I Bravery 

1 Faith 

A 

Random 

Knight 

M 

11 

Random 

Random 

Random 

B 

Random 

Knight 

M 

13 

Random 

Random 

Random 

■ C 

Random 

Archer 

F 

11 

Random 

Random 

Random 

D 

Random 

Archer ’ 1 

F 

12 

Random 

Random 

Random 

E 

Random 

Black Mage 

M 

11 

Random 

Random 

Random 

; F 

Random 

Black Mage 

M 

12 

Random 

Random 

Random 


A4 Hi-Potion 

A11 Potion 

El Ether 

H7 Echo Herbs 


Cypress Pole 
Serpent Staff 
Mythril Shield 
Mythril Helm 


CHAPTER, 

four 


Fallies 


A!!y 

Job 

I Gender 

Level 

Zodiac 

Bravery; Faith 

Mustadio 

Machinist 

M 

10 


60 

62 

Agrias 

Holy 

Knight+ 

F 

10+ 


71 + 

63+ 


Both answers raise your Bravery, but 
the former more than the latter. 


Rush in foolishly and the powerful 
Archers here can wipe out your 
entire party. 


f There are a lot of character job builds that can excel in this batde, but Black Mages and Monks can really clean up the fight. Black Mages 
should be able to deal with the enemy Black Mages quickly, and the Monks should acquire turns quickly with their high speed. Send 
Ramza in with Time Magicks to help give your party an edge. 

Since it should be your goal to keep Mustadio alive, you may want to remove the long-range enemies from the map as quickly as possible, 
^his means that the Black Mages should be your first target, then the Archers. It can take the Knights some time to chip through your 
defenses, if your Monks do not have strong abilities like Shockwave yet, but you should have no problem removing them from the battle. 
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Faith 


Gender Level 


NDEZVOUS: TREASURE HUNT 


2 teams' off3 


An allied unit claims 


treasure chest 


GMnsuiB 


Random 

Squire 

M 

Variable 

Random 

Random 

Random 

Random 

Archer 

\ . F 

Variable 

Random 

Random 

Random 

Random 

Archer 

« F 

Variable 

Random 

Random 

Random 

Random 

Archer 

11 F 

Variable 

Random 

Random 

Random 

Random 

Monk 

M 

Variable 

Random 

Random 

Random 

Random 

Monk 

M 

Variable 

Random 

Random 

Random 

Random 

Thief 

M 

Variable 

Random 

Random 

Random 

Random 

Thief 

M 

Variable 

Random 

Random 

Random 

Random 

Thief 

F 

Variable __ 

Random 

Random 

Random 



H WALKTHROUGH 





JGGraTEPj PEPLOYMEWT:M^4^^^M^^4^^ 

* tactic that really matters for this battle is sending in characters with the highest Speed or Move 

ss. It doesn’t matter what job you used to maximize these stats, but the fastest jobs for you to choose 
probably be Monks or Thieves at this point in the game. Still, even lowly Squires stand a good 
: of clearing this battle. 

ST ICS; r 44^44444^ 

; main goal of this map is the treasure chest at A5. You don’t need to beat the enemies. All you 
r need to do, to win, is run your characters toward the treasure chest. Even if a Charmed character 
our team grabs the chest, you win. It’s only worth taking time to attack if enemies block your way. 

: that Monks armed with the Aurablast ability should be in a good position to move toward the 
while also dishing out lots of damage along the way. 



Ramza may seem close to victory, but 
the powerful Thieves could easily kill 
him before he reaches the chest 



Steal Heart can easily lead to PI 
Ramza battling P2 Ramza! 
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rfrreraii=t--3- 


gjgjjESi 


# Enemi 


Rare Dro 


Wizard s Hat 
Plate Mail 
Adamant Vest 
Power Gauntlet 


Grid Normal Droi 


Faith 


Job Gender Level Zodiac Braver; 


Job Gender Level Zodiac Bravery Faith 


TOR 


BALIAS ' 1 




A Mustadio Machinist+ M 10+ =£= 60+ 62+ 


CHAPTER 

two 


HIPPENi TREASURES: 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Once your Archers control the high 
ground , you have the Summoners at 
your mercy. 


A Random 
B Random 
C Random 
D Random 
E Random 
F Random 


Knight M 

Knight ^ . M 
Archer M 

Archer * M 
Summoner F 

Summoner F 


Golden Needle 
Phoenix Down 
Potion 
Hi-Potion 


Summoners are especially dangerous 
to lightly-armored, long-range fighters 
like Mustadio and the Archer. 


FSUjGGE 


Archers with optimal equipment, crossbows, and Rend Magick are valuable on this map. Monks are also good choices because of their 
strong attacks and long-range capability (if your Monks have access to Aurablast), and a Chemist is a must. Be sure to drop by Eagrosc 
Castle and Gariland before you head off to Balias Tor, since there are valuable new pieces of equipment in the shops, such as the Coral 


Sword and Ice Bow. 


This battle pits you against Summoners, who are a particularly dangerous new type of magickal foe. In this particular batde, these enemies 
can take advantage of the terrain to heap damage on your party. Your best bet is to try to eliminate their spell casting ability early in the 
fight with Rend Magick, or use Archers to defeat them before they can cast too many spells. 


Mustadio, much like Agrias, is a valuable NPC that you should keep well-equipped. His Machinist skills aren’t overwhelmingly powerful, 
but at this point in the game, he is probably the only member of your party equipped with a gun. Be sure to invest JP in his Machinist 
skills, since he has some useful abilities like Arm Shot. 









































FENLANDS 


HIGOLITH 




Ramza is killed 


IES 


* 

♦ 

Enemy 

j Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

g 

Random 

Skeleton 

N 

13 

Random 

Random 

Random 

1 

Random 

Skeleton 

N 

14 

Random 

Random 

Random 


Random 

Bonesnatch 

N 

14 N 

Random 

Random 

Random 


Random 

Ghoul 

N 

12 4 

Random 

Random 

Random 

E 

Random 

Ghoul 

N 

13 

Random 

Random 

Random 

? 

Random 

Floating 

Eye 

N 

13 

Random 

Random 

Random 

: 

Random 

Pig 

N 

Variable 

Random 

Random 

Random 

: 

Random 

Malboro 

N 

12 

Random 

Random 

Random 


HIDDENiTREASURES:; 


Normal Dro 


B12 Ether 

E8 Echo Herbs 

61 Gold Needle 

L11 Phoenix Down 


Rare Dro 


Ashura 
Kotetsu 
Giant’s Axe 
Romandan Pistol 


"■---Trs pB 


- Ally Job 

1 Gender Level Zodiac Bravery Faith 


Mustadio Machinists 


62+ 


Seal Evil instantly petrifies undead, 
and has the advantage of Mustadio’s 
firing range. 


Phoenix Downs do not have Seal Evil's 
range, but they still get the job done. 


nember Chicken Race? This battle is similar, but a bit more manageable. It is a good strategy to send in Ramza as a Knight with Metde 
isual), but fill your other four slots with Chemists that can make use of Phoenix Downs. 


: Chemists can use Phoenix Downs to wipe out all of the foes on the map, except for the non-undead enemy that always enters the 
> at K4 (a Floating Eye, Pig, or Malboro, selected at random). It is important to note that the Pig that appears will be the level of your 
hest-level party' member. Leave this normal enemy to Mustadio and Ramza, who should be able to handle it easily. Take care not to let 
r units step into the watery areas of the map. These squares can inflict your party members with a poison status. Also, be sure to teach 
ifustadio the Seal Evil ability before this fight. He can use this skill to devastating effect in this encounter. 
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Enem 


one 


94 


Teioh 
Random 
Random 
Random 
Random 
Random 
Random 
H Random 
I Random 
J Random 


SUGGESTED 


Black Chocobo 

Pig 

Pig N 

Chocobo 

Chocobo 

Chocobo 

Chocobo 

Red Chocobo 

Red Chocobo 

Red Panther 


Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


_ ____ ^ 

Pl/and P2shouldeach deploy a Time Mage that knows, at the very least, Immobilize and Gravity, however, Graviga is ideal. If either 

player is short JP for purchasing them, you may want to spend some time in Melee batdes before starting this Rendezvous. It is also 
|f- necessary for every unit in the battle to have the Auto-Potion ability. 

j It is important to send out characters that are capable of dishing out major damage to escort your Time Mage. Knights and Monks work j 
well in this capacity, but you should choose your heaviest hitters, no matter the melee class. Make sure all of your characters have the Items | 
ability equipped, so they can perform emergency healing duties if problems arise. 

iTACTICS ; g fi ifii if—f— 

ifeioh is a Black Chocobo with ten times the usual HP count for his level. 

Beating him is contingent on using a Time Mage to cast Gravity on him 
v. 'Successfully four times (or Graviga twice). Using Immobilize on him 
T is also handy. Your other units should be employed to defend the Time 
Mages at all costs (and if you deploy Ramza, use Tailwind to improve the 
■ Mages’ speed). While you only need to beat Teioh to win the battle, it 
doesn’t hurt to defeat his escort first. The Red Chocobos can easily pick 
off your casters before they launch their spells, if you are unlucky. 


Don't take Teioh's army lightly. They 
are more than a match for you. 


Gravity and Graviga damage Teioh 
much more quickly than his escort caal 
heal him. 
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LOWTOWN 


BATTLETROPH IES 


^WALKTHROUGH 


HIDDEN TREASURES: 


Rare Dro 


Normal Dro 


Random 

Random 

Random 

Random 

Random 

Random 


Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

Archer 

F 

14 

Random 

Random 

Random 

Archer 

F 

14 s 

Random 

Random 

Random 

Summoner 

M 

12 

Random 

Random 

Random 

Summoner 

M 

13 * 

Random 

Random 

Random 

Chemist 

M 

13 

Random 

Random 

Random 

Chemist 

M 

15 

Random 

Random 

Random 


Cl Hi-Potion 

C4 Potion 

E5 Ether 

K7 Echo Herbs 


Lightning Bow 
Crossbow 
Lamia’s Harp 
Battle Folio 


Gender Level Zodiac Bravery Faith 



i 


,j may not want to deploy any female characters on this map, since the Thieves use Steal Heart. You 
c fighting Summoners again, so you may want to include Knights with Rend Magick and possibly 
dd a Summoner of your own. What you field besides these units should fill in the gaps to create a 

need party. 

battle is a bit more involved than Tchigolith, but also less exacting than Balias Tor. The basic 
■ategy for the map should be to heap damage on the Summoners and mop up the units that are left, 
ke good use of your Summoner by targeting spells on the Thieves. Pick them off in this manner, 
'ore they can move in close to Steal your equipment. 




A powerful Summoner can easily 
control a map of this size. 


Equipping a Gun transforms a humble 
Chemist into a powerful, long-range 
fighter. 
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2 teams: 


gnnfiB 


Ramza is 


rcrm 


v* m'■ i ir i r^yrv . 


HIDDEN TREASURES: 


Grid Normal Drop RareDro 


CHAPTER 

two 


A _ Random 
B Random 
C .Random 
D Random 
E Random 
F Random 


Knight 

Knight 

Archer 

Archer ’ 1 
Black Mage 
Black Mage 


Gender 

Level 

Zodiac 

Bravery 

Faith 

M 

14 

Random 

Random 

Random 

M 

15 

Random 

Random 

Random 

F 

14 

Random 

Random 

Random 

F 

15 

Random 

Random 

Random 

M 

14 

Random 

Random 

Random 

M 

15 

Random 

Random 

Random 


A1 Gold Needle 

BIO Phoenix Down 

LI Hi-Potion 

L5 Potion 


Javelin 

Battle Bamboo 
Snowmelt Bomb 
Flameburst Bomb 


# 

All] 

i Job Gender Level 

Zodiac | Bravery 

Faith 

I 

E 

Agrias Holy F 12 

Knight 

0 71 

63 


The best strategy on this map may be to field a pair of strong Knights to take out the enemy Black 
Mages as quickly as possible. Aside from this, you can field other units that balance the party and suit 
your play style. By this point in the game you have probably unlocked many potent classes and pieces 
of equipment that should minimize the threat posed by foes armed with the power of Black Magicks. 

Keeping Agrias alive is not exactly difficult. At worst, you may need to use a Chemist to shadow her 
and lob Hi-Potions when she runs into trouble. If you can keep Agrias safe, it should be possible 
to rout the rest of the enemies on the field with the powerful characters that you have built in this 

campaign. 


With someone as powerful as Agrias . 
it’s hard to tell that you’re supposed 
be rescuing her. 


Don't forget to deal with the enemies 
on the other side of the map. 
















































HIPDEN TREASURES; 


17 m 

14 N ' Random 

15 •# Random 

16 Random 

15 Random 

16 Random 

14 Random 

15 Random 


61 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


67 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Normal Dro 


Gold Needle 
Phoenix Down 
Hi-Potion 
Potion 


i Rare Dro 


Javelin 

Battle Bamboo 
Snowmelt Bomb 
Flameburst Bomb 


^WALKTHROUGH 


Gaffgarion 

: Random 
I Random 
; Random 
; Random 
Random 
3 Random 
- Random 


Fell Knight 

Knight 

Knight 

Knight 

Archer 

Archer 

Time Mage 

Time Mage 


DI A Cs 

emalc H is the optimal Thief in this battle. GafFgarion’s equipment is good, and can also be easily obtained in Chapter 3, but it is the 
Blood Sword that really makes it worth the time it takes to loot him. 

Dbviously, with a named character out of the picture, now is a good time to use a Thief and a Time Mage in tandem on the field. Archers 
,ith Arts of War (or doubling as Thieves) can also be useful here, and you may want to field Ramza as an equipment-rending Knight for 
fis battle. The secondary team works well if they are fielded as .Archers, Knights, or Thieves who can help to gang up on Gaffgarion and 
[' quickly scale the rampart to deal with the Time Mages at the top. 


The group that deploys at the lower-right portions of the field 
should be used to fight Gaffgarion. The group that deploys 
neath the arch should be focused on eliminating the enemy 
ne Mages once Gaffgarion has been neutralized. When these 
eadly units have been removed from the field, mopping up the 
t should be easier. If your Archer has Arts of War, you can use 
this unit to go on a Weapon Rending spree to make the Knights 



This is actually a good Rend 
percentage (32%) against Gaffgarion. 


With Archers atop the wall, you can 
damage virtually any enemy on the field. 


f less threatening. 
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Gender 1 Level j Z odiac I Braver; 


| Faith 


CHAPTER 

two 


nz 

Random 

Random 

Random 

Random 

Random 

Random 




r ORTIMAL^ZODIAC : 

Female H can steal from Gaffgarion handily, if you happen to get her in range of him in time. He does not have equipment that is 
particularly important at this time (Ramza has to destroy his Ancient Sword, which would otherwise be a great boon), but it may help to 
replace any equipment that may be destroyed by the Knights that you fight here. 


This is the battle that the entire chapter has been building toward. Ramza should be deployed as a Knight, with Items as a secondary abilin 
and Auto-Potion as his Reaction ability. If he has mastered Knight, you can deploy him as an Archer with Arts of War. The four units that 
comprise the secondary team should include a Summoner and a Chemist. These two units should be supported with jobs that can dish out 
the most melee damage. A Monk with Chakra and Aurablast may also prove to be a flexible and useful warrior for this batde. 

This is one of the most infamously difficult battles in Final Fantasy Tactics. Before you start, bear in mind that this fight is part of three 
consecutive battles. When you save after beating this battle, make sure you don’t save over the file containing your victory at Golgollada Gallows. 
This way if tire third battle in the sequence overwhelms you, you can go back to the Golgollada save and work on developing your party. 

Essentially, Ramza is on one side of the wall that runs across row 7, and the rest of your units on the other. They cannot join Ramza ukil 
he hits a switch located at H4. Gaffgarion is guarding the switch, so Ramza essentially has to face him alone. The only way for Ramza 
to survive this battle is to use the Rend Weapon ability on Gaffgarion s sword. As you witnessed in the last battle, this tactic renders 
Gaffgarion completely harmless. 

In the meantime, send your other units to smash the enemy. With a Summoner on the field, you can’t afford to chip at enemies and rely on 
the Auto-Potion ability to keep your health high. It is important to use your second team to pour on damage very quickly, either by fieldin 
powerful casters or fielding units with advanced damage-dealing abilities. You can use your battle-flexible Monk to wipe out enemies (at 
Blbefand long-rans:e) and to replenish your own casters MP. 


B 

C 

D 

E 

F 

G 


Random 

Random 

Random 

Random 

Random 

Random 


M 

F 

F 

F 

M 

M 

M 


67 

Random 

Random 

Random 

Random 

Random 

Random 


HiPPENiTHEASURESii 


WMM \ 



B8 

Potion 

Golden Armor 

C3 

Ether 

Wizard’s Robe 

C14 

Hi-potion 

Wizard Clothing 


D8 Echo Herbs Rubber Shoes 


Knight 

Knight 

Knight 

Archer 

Archer 

Summoner •* 


Random 

Random 

Random 

Random 

Random 

Random 




































SIRCHELE FALLS 


tmlh 


1 unit. Delita 


m mmm. 


Ovelia is killed 


WALKTHROUGH 


NEMIES: 


nw * 1 


Random 

Random 

Random 


Knight 
Archer 
Black Mage 


Zodiac 

Bravery 

Faith 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


LIES 


□Is 


Holy 
Knight 

Princess F 


Level Zodiac 

mm 

85 

25 / 

20 "Cf 53 


t cannot choose who to send in this engagement. This is a story battle featuring Princess Ovelia and Delita. In this fight you can only 

1 Delita, who is a very powerful Holy Knight. 

KTAC T ^i 

5 should not be a very tough fight. You can even use the AI feature for Delita and still be victorious. Setting the AI to 
targeting the Black Mage will ensure victory. If you would like take this fight hands on it is imperative you attack the Archer 
* night has minimal movement capability and the Black Mage will likely target Delita first over Ovelia. If you get close enough 
ou can fell the Archer in one strike. The Knight will chase Ovelia leaving the Black Mage open for quick death. Delita s attack 
ovement capabilities are more than enough to rush the Knight in the end before Ovelia takes any serious damage. 

ere are some other story fights featuring Ovelia and a controllable 
lita later in the game, but they are much easier than this particular 
hone. Note that while you can’t accrue JP, gain EXP, or even gain items 
i these battles, it is possible to lose and receive a Game Over message 
If you don’t kill enemies quickly. Delita becomes an increasingly 

Ppowerfiil Holy Knight as the game progresses, so your chances of Agrias can eventually learn all of these Once Ovelia s protected by her Aegis, 

losing these “bonus” battles actually dwindle the farther you progress. moves, except for Chant. she takes remarkably little damage 

from magic. 
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LIONEL'CASTLE ORATORY 



# Enemy Job 


Cuchulainn The Impure 


Gender Level Zodiac Bravery Faith 



Grid 

Normal Droi 

D2 

Hi-Potion 

D4 

Potion 

E2 

Remedy 

E4 

Ether 


: Rare Dro 


Protect Ring 
Protect Ring 
Osatune 
Mage’s Cloak 


CHAPTER 

four 


"I 


You cant really steal anything from Cuchulainn, but you probably 
want to get a damage advantage if you can. The best signs to use 
are H and and avoid deploying at all if you can help it. 



■SUGGE 


You knew the Cardinal was bad, 
but you probably weren 't expecting 
anything like this. 


It may seem impossible, but here’s 
proof that you really can beat 
Cuchulainn 


100 I 


Defense is meaningless in this battle, since Cuchulainn primarily uses status ailments like Doom. Instead, you should focus on doing as 
much damage as quickly as possible, and your units should be as mobile as possible. It may sound ridiculous, but fielding a team of five 
Monks (Ramza included) should help you to overwhelm Cuchulainn; provided all of your Monks know Auraplast and Purification. Give 
them all Move +1 and Battle Boots to ensure that Cuchulainn cannot retreat. You should also give them the iifetns-^bility, so they can 

resurrect fallen fighters. 

If you cant field a party of Monks with these abilities, you may not have many other options. You can try fielding a Time Mage with Stop, 
but if this spell doesn’t go off quickly your entire party can be wiped out (and you might as well restart the battle if the Time Mage gets hit 
by Cuchulainn s opening attack). Going back to a previous save and using Melee to amass some JP quickly may be your best bet, if you are 

unable make any headway. 

a 4,4 1 4* 

If you have the recommended party of five Monks, you can rush toward Cuchulainn and use Aurablast every turn. Use Purification to 
awaken sleeping allies, and Phoenix Down items to revive allies who have succumbed to the power of Doom. Don’t bother with restoring 
HP, since Cuchulainn’s Nightmare attack is lethal. His Bioga does HP damage, but in such tremendous amounts that stopping to heal just 
slows your party down. Instead, focus on keeping as many attackers active on the field at once and attack relentlessly. 


























































With the right abilities equipped, you can field almost any unr 
you like in this battle (especially if you have units with access t 
Ignore Elevation). Pick off the Time Mages first to keep them 
from using the Stop spell. Caster units do well in this battle, 
especially Summoners and Black Mages, since they can damas 
many units at once. Send them in with the Items ability to use 
Ether (if you choose to use these), so you aren’t slowed down b 
running out of MP. 



1 # 

Enemy 

Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 


A 

Random 

Knight 

F 

Variable 

Random 

Random 

Random 

CHAPTER A 

B 

Random 

Knight 

F 

Variable 

Random 

Random 

Random 

three S 

C 

Random 

Archer 

' M 

Variable 

Random 

Random 

Random 


D 

Random 

Archer 

4 M 

Variable 

Random 

Random 

Random 

• 

E 

Random 

Archer 

M 

Variable 

Random 

Random 

Random 


F 

Random 

Time Mage 

F 

Variable 

Random 

Random 

Random 


G 

Random 

Time Mage 

F 

Variable 

Random 

Random 

Random 

• 

H 

Random 

Thief 

M 

Variable 

Random 

Random 

Random 

CHAPTER^. j 

1 1 

Random 

Thief 

M 

Variable 

Random 

Random 

Random 

four 

! J 

Random 

Thief 

M 

Variable 

Random 

Random 

Random 


fe UGGESTEPl PEPLOYIVIENT: 

The key abilities in this battle are Shirahadori and Ignore 
? Elevation. With both of these equipped, and the Items Ability, 
the enemies should have a verv difficult time damaging vour 
/ party. Make things even more difficult for them by fielding all of 

your units as Dragoons. 


If you do not have access to these abilities at this point in the 
game, you may want to stop progressing the storyline and 
start using random battles to gain JP and the right class levels 
to unlock them. While it is true you do not have to fight this 
particular co-op battle, you may have a hard time later in this 
chapter if you haven’t properly unlocked the Thief, Dragoon, and 
Samurai jobs, as well as some advanced abilities like Teleport 
and Auto-Potion. It may be best to take a break and accomplish 
that now. 


■ ENEMIES 


Dragoons do tremendous damage, 
even with default attacks. 


When you see this, you know 
Shirahadori has kicked in. 


RENDEZVOUS 


LOST 


HEIRLOOM 


OSGnSSGafii 




























ENDEZVOUS 


: THE FETE 


rrnfiftrenftt 


/ICTORY 


Defeat all enemies 


All affies Sefeatedi 


Random Knight 
-andom Knight 
Random Monk 
z 3ndom Monk 
-andom Bard 
Random Bard 
Random Bard 
Random Dancer 
Random Dancer 
Random Dancer 


Variable Random Random Random 
Variable Random .Random Random 
Variable Random t Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 


hadori is still a potent protective ability in this battle, 
nember that it is less effective for casters than fighters, 
nerally, a combination of Dragoons, Time Mages, and Black 
ees can handle this battle well. 


he Dancers are actually the most dangerous units on the field, 

[ the sooner you can defeat them, the better. Beyond these, just 
: off entSrnyumt^pne by one. You can do this by having your 
: Mages and Summoners soften them up, then send your 
oons in to finish them off with Jump and other attacks. 

; careful when attacking the Monks, since they may know 
st Strike. 


It’s not a dance so much as a brawl. 



A successful Jump may one-shot some of your foes. 



WALKTHROUGH 

r— 

: a 
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mPPENiTREASURESig 


Phoenix Down 
Potion 
Holy Water 
Hi-Potion 


Random Random Random 
Random Random Random 
Random Random Random 
Random Random Random 
Random Random Random 
Random Random Random 


A Random Chemist 
B Random Chemist 
C Random Thief 
D Random Thief 
E Random Thief 
F Random Orator 


CHAPTER 

three 


A Orran Astrologer M 18 @ 73 71 


[SUGGESTEPj PEPLOYMENrr,-^^4^^4^^^^MM^ 

With the Shirahadori and Ignore Elevation abilities equipped, 
this battle is a breeze. A Time Mage with Teleport may also serve 
you well here by Immobilizing enemies. Try using Dragoons here, 
since they are a class that you may want to rely on throughout the 
chapter. If you deploy male units, equip them with the Nu Khai 
Armband to guard against the Steal Heart technique that the 
female Thieves employ. 


Orran is unlikely to be in need of your help, so you can rcalh 
focus on removing the enemy units as soon as they are in 
range. You may wish to take out the Orator first. This foe car 
use techniques like Insult to keep your Time Mage from 
functioning properly. Beyond this, you should have no troubl 
clearing this battle. 


Oman's abilities have a chance of 
crippling every foe on the map. 


Orators should never be 
underestimated. 


# Enemy Job Gender Level Zodiac Bravery i Faith 


Job Gender Level I Zodiac Bravery; Faith 






































HIDDEN TREASURES: 


Grid Normal Drop Rare 


A1 Ether 

111 Remedy 

J1 Holy Water 

J3 Phoenix Down 


Brigandine 
Diamond Bracelet 
Ancient Sword 
Ninja Blade 


IES 


l ITfHIMTTf:'UnffEff l l 


Zalmour 

Celebrant 

M 

24 

/ 

54 

78 

-andom 

Knight 

M 

20 

Random- 

Random 

Random 

Random 

Knight 

M 

22 

Randogi 

Random 

Random 

-andom 

Knight 

M 

22 

Random 

Random 

Random 

Random 

Monk 

F 

21 

Random 

Random 

Random 

Random 

Monk 

F 

21 

Random 

Random 

Random 

mi 

Uhf 

Jjob 

Gender 

Level 

I Zodiac 

Bravery! Faith 

Uma 

Cleric 

F 

3 

SI 

39 

87 


jgTIMAffZqblAC^ 

nale ZZ has the best chance of stealing from Zalmour, but it’s 
ncredibly useful to do so. His equipment is not stellar, and 
l easily beat him without taking his equipment. 

Sl^GESTEDj DEPLOYMENTs:*&4-4=4=4=44^4=4=4-4^44* 

us is a good battle to field a White Mage. Also, your Dragoons 
quipped with Ignore Elevation and Shirahadori should be right 

home on this map. 


WALKTHROUGH 


4-TACTICS: 

You want to keep Alma on her feet, so she can cast her Aegis 
ability on Ramza. This spell grants a host of useful buffs. This 
map is also a good place to level up a White Mage in preparation 
for unlocking the Arithmetician job later in this Chapter. 
Zalmour really does nothing more than buff his attackers, so 
once you dispatch them he has little left to fight with. Your 
heavily armed Dragoons should be able to handle all of these 
enemies handily. 


Teleport lets you keep your White Aegis makes Ramza an extremely well * 

Mage at Alma’s side . protected unit. 


CASTLE POSTERN 


©anS^GmDaimfl^ 




ce Zalmour’s 
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MONASTERY VAULTS: SECOND LEVEL 




Battle Folio 


■ ENEMIES:] 


HIPPENiTREASURESsi 


I # Enemy Job 

! Gender i 

Level 

Zodiac Bravery Faith 

Grid 

Normal Drop 

1 Rare Drop 

i a 

Random Chemist 

M 

24 

Random Random Random 

A3 

Potion 

Murasame 

CHAPTER/^, B 

Random Time Mage 

M 

22 

Random Random Random 

E9 

Hi-Potion 

Poison Bow 

three 

Random Time Mage 

N M 

23 

Random Random Random 

FI 2 

Ether 

Mythril Bow 

1 D 

Random Dragoon 

f| M 

24 

Random Random Random 

J8 

Remedy 

Musk Pole 

E 

Random Dragoon 

M 

25 

Random Random Random 




F 

Random Dragoon 

M 

25 

Random Random Random 





feUG GESTEDj PEPLOYMENT: 

Field a Time Mage of your own, preferably with Teleport, and 
you can field the rest of your party as Dragoons. Shirahadori 
isn’t a flawless defense against enemy Dragoons, so you may 
want to switch over to Auto-Potion instead. A female Thief with 
Steal Heart can really be helpful for slowing down the enemy 
Dragoons. 


4-tACTiCSM 1 ** * * ♦ » f ♦ 

You may want to remove the opposing Chemist from the fiel< 
first, since he likes to use Phoenix Downs on fallen allies. This 
can prolong the battle unnecessarily. Otherwise, use your Tii 
Mage to counteract your enemy’s spells, and to Immobilize c 
Stop the enemy Dragoons. Likewise, your Thief can use her 
to Confuse them. 


lets a female Thief wreak havoc on the battlefield. 


Charm a chanting Mage, and he'll forget to finish his spell. 
































Ramzaiislkilleil 


BATTLETROPHIES 


Guardian Bra celet] 


HIPPENtTBEASUBESin 


Grid 

Normal Drop 

Rare Drop 

A1 

Phoenix Down 

Croakadile Bag 

F5 

Holy Water 

Ice Shield 

J2 

Potion 

Flame Shield 

L4 

Hi-Potion 

Headband 


Faith 


Gender Level Zodiac Brave 


Telepo/1 gives a Black Mage the freedom to position spells perfectly. 


Rend Speed leaves Isilud a perfect 
target for Jump. 
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VAULTS: THIRD LEVEL 


DNASTERY 




WALKTHROUGH 

f 


5 battle, you may want to make Ramza an Archer with 
> of War and have him use Rend Power on Isilud. Field a 
: Mage to take care of the enemy Summoner, a female Thief 
eutralize the enemy Knights and Archers with Steal Heart, 
l add a couple of Dragoons to round out your force. Make sure 
r everyone in your party has Ignore Elevation or Teleport, and 
hadori or Auto-Potion should also be equipped. 


us on Isilud, since beating him ends the level. Have your 
her use Rend Power to make him non-threatening, then 
xm him with your Dragoons. Use your Black Mage to keep 
: Summoner busy, and you can use your Thief to neutralize 
Bud s escort. By using these tactics to neutralize Isilud’s forces, 
hould be defeated in short order. 


ri m^zod ,a g**M=^^ 

Lie / has a damage advantage against Isilud. Don’t try to 
from him, since he has Safeguard equipped. 


silud Nightblade 

Random Knight 
Random Knight 
Random Archer 
Random Archer 
=andom Summoner 


26 

U 

73 

23 

Randogi . 

Random 

24 

Random 

Random 

21 

Random 

Random 

23 

Random 

Random 

22 

Random 

Random 


62 

Random 

Random 

Random 

Random 

Random 



































# : Enemy Job 


Gender Level Zodiac Bravery Faith 


CHAPTER 

three 


Wiegraf White Knight 

Random Knight 
Random Knight 
Random Archer 
Random Archer 
Random Black Mage 


HE 73 62 

Random Random Random 
Random Random Random 
Random Random Random 
Random Random Random 
Random Random Random 


Grid 

Normal Drop 

Rare Drop 

B2 

Ether 

Feather Boots 

C13 

Remedy 

Magepower Gloves! 

G 7 

Phoenix Down 

Reflect Ring 

113 

Holy Water 

Nu Khai Armbanc 1 


Female W has a really good chance of stealing Wiegraf s 
equipment, and its all worth taking at this point in the game. 
Probably the most important thing to steal is his Diamond Sword. 

l ^6GESTEPjDEP LOYfVlENTi4=4=4=4^M^4^^4-^ 

fou may want to keep Ramza as an Archer for this map, so he can 
attempt to Rend Wiegraf ’s Sword. You can also field a Thief to 
try and steal it, as well as his other equipment. Field a Black Mage 
with Summons and Teleport to provide magick support, and make 
the rest of the party Dragoons. Auto-Potion is a more desirable 
Reaction ability than Shirahadori here, and Ignore Elevation can be 
very useful if Wiegraf starts running from you at low HP. 


^~TACTIOS!—^—ft—ft—4—ft—— & —ft-^ft—ft—ft—ft—ft—ft—ft- f, ^ 
Do not deploy any units adjacent to Ramza, since Wiegraf 
will probably use his first action to attack him. Generally, if you 
can’t beat Wiegraf quickly, you might not be able to beat him 
especially if you can’t Steal or Rend his sword. So, you just ne< 
rush him with as many attacks as possible. The longer you tak< 
more of his escort will swarm into your side of the map and 
likely you are to win the battle. If you get lucky and destroy or 
his sword immediately, you can easily control the battle. 
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So long as he has his Diamond Sword . 
Wiegraf'$ power is overwhelming. 



Defeat Wiegraf quickly, or his allies simply heal him. 











































DESERT 


iCTORY: 


All enemiesldefeated 


Luso is defeated 


Ramza is] killed 


IES 


HIPPENsTREASURESsi 


Enemy Job 

Gender 

Level 

IEEESEBHJ1ESI1BB 

Grid 1 Normal Drop 

Rare Drop 

t Random Behemoth 

N 

16 

Random Random Random 

A12 Echo Herbs 

Battle Boots 

[ Random Behemoth 

N 

17 

Random Random Random 

C8 Phoenix Down 

Blind Knife 

; Random Behemoth 

N 

18 

Random Random Random 

G9 Hi-Potion 

Thunder Rod 

; Random Behemoth King 

N 

15 

T&ndom Random Random 

G16 Potion 

Iron Sword 

: Random Behemoth King 

N 

16 

Random Random Random 



: Random Dark Behemoth 

N 

23 

Random Random Random 




JGGESTEPjl 


{DEPLOYMENT: 

ile Luso is pretty tough, you may want to field a Chemist who 
i use X-Potions to heal him, just in case the Dark Behemoth 
5 a lucky strike in on him. In general, you should move from 
narily using Hi-Potions to primarily using X-Potions in this 
de if you haven’t already. 


lagoons are good units for the rest of the battle, and it can 
> help to field a Summoner to take advantage of the cramped 
nyon space that the Behemoths crowd themselves into. Give 
eryone in your party Auto-Potion to ensure their safety. 


Luso’s a potent attacker, thanks to his Ramza-like stats. 


ep vour Chemist near Luso, but otherwise you can fight this 
attle as if it were a random encounter. While the Behemoths 
ve high HP, your Dragoons should have no problem whittling 
t down and absorbing the damage they deal. If you field a caster 
, the Behemoths generally choose to attack it over Luso. Note 
hat Luso also has a very strong attack, so he will also do his part 
to eliminate the beasts. 


Using Stop creates Behemoths that 
can be easily picked off by your 
attackers. 





























RENDEZVOUS: DESERT MINEFIELD 


i@ffll3amlSk7 , n3i 


NEMIES: 


The easiest way to keep the Chemist alive is to use your units t 
form a phalanx around him. This should consist of a Dragoon 
or Knight protecting his front and sides while your Time Mags 
stands behind him. Have your Time Mage cast Haste 


Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 
Variable Random Random Random 


B Random Bomb 
C Random Grenade 
D Random Grenade 
E Random Grenade 
F Random Grenade 
G Random Exploder 
H Random Exploder 
I Random Exploder 
J Random Exploder 
Random Exploder 


CHAPTER 

three 


on your 

party', but not on Govis. Hasted units can be sure to be around 
Govis at all times, but a hasted Govis just runs off and gets 
into trouble. 


Govis Chemist M Variable Random Random Random 


ESTEDl P EPLOYM 

One player needs to deploy a Time Mage and a heavily-armored 
unit like a Knight or a Dragoon. The other player should deploy 
two heavy-armor units, preferably two more Dragoons. The 
Time Mage should know Haste, and it helps if all the units know 
Teleport or Ignore Elevation and Auto-Potion. Equipping Items 
is a good tactic also, since you can use this ability to heal Govis as 
necessary (and it will probably be necessary). 


This is a perfect formation for 
protecting Govis. 


Ramza is particularly receptive to 
Haste spells, making him perfect for 
this mission. 


/M^i 


# Ally j Jot 

) Gender Level Zodiac Bravery Faith 


g 


'a \ ■ x t 

/ 

xxx // 


<14 >, X / 


X15\ / / 


\16>. / / 


w 
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HiPPENftTREASURESii 


25 Random Random Random 


\ Random Squire 
[ Random Squire 
; Random Chemist 
5 Random Chemist 
[ Random Archer 
: Random Thief 


Random Random Random 
Random ' Random Random 
Randohf Random Random 
Random Random Random 
Random Random Random 


This battle is pretty light fare. Charge up the hill and lay waste 
to the party waiting for you there. However, you should be sure 
that your party" is ready to deal with dangerous secondary abilities, 
since all of these units are likely to have them. Since they are 
randomly generated foes, these abilities could be anything from 
Items to Geomancy. 


IGGE^rEPj DEPLOYMENT 

ieployment of Archers and Summoners may serve you best 
this particular map. If you want, you can field a fe male 
ief to run around using Steal Heart. Be sure to give everyone 
irahadori as their reaction ability. If you field male characters, 
e them Nu Khai armbands. 


p )ii leaves these enemies with little chance of damaging you. 


These Chemists use Hi-Potions, so pick them off first. 


AJI ene mies] 


Ramza is killed. 


My thri[[ M 



Rare Drop 

A1 

Hi-Potion 

Kunai 

A12 

Potion 

Main Gauche 

J5 

Remedy 

Ama-no-Murakumo 

J12 

Ether 

Sleep Blade 





ill 



































Rapha is defeated! 


CITY 


OF YARDROW 


°Zs£r 


laMML 


All enemies 


Ramza is 




mxi 

srnagai^ 




Holy Water 


HIDDEN TREASURES: 


Grid Normal Dro 


Rare Dro 


Holy Water 
Phoenix Down 
Hi-Potion 
Potion 


Flame Mace 
Slasher 
Hunting Bow 
Mythril Gun 


4-TACT ICS* «44==44^4 i 4 fe 4 s ^^ ! 4 t 4 s 4 =r 4 = 4 c 4 !r 4 =: 4 :r 4=4=4 ir 4 i 4 !: ^ 
This map is a straight case of hitting the other forces before thev 
can hit yours. Raw damage output is the best option, since few 
units outside of a Ninja can match the speed of a Ninja. All of 
the enemies on the map are equally deadly so pick a target and 
attempt to overwhelm it with your numbers. 


A Marach Netherseer M 

cuvpter B Random Summoner . F 

three c Random Summoner F 

D Random Ninja ' 1/1 
E Random Ninja M 

M 


23 

27 

28 

24 

25 

26 


n 69 

Random Random 
Random Random 
Random Random 
Random Random 
Random Random 


31 

Random 

Random 

Random 

Random 

Random 


Rapha Skyseer 


Gender Level {Zodiac Bravery Faith 


FORjn MALftZODI AC:* 

A Female has a damage advantage against Marach, and a hefty 
stealing bonus. However, he may not have anything worth the 

effort to Steal. 

ISUGGESTEDiDEP LOVMENT:-M^M^M^M^^^J^ 

You need to keep Rapha alive on this level, so you may want to 
equip your units with the Items command and supplement this 
with either Ignore Elevation or Teleport. You may want to field 
units that are potent long-range fighters: Summoners, Ninja, and 
high-level Monks. Even a Chemist with a gun can help to thin 
out your foes. Note that Agrias’s Hallowed Bolt attack is very 
useful for this level. Even if you haven’t been using her, it may be 
worth the effort to level her a little and field her in this battle. 


ENEMIES 


# Enemy Job 


I Gender Level | Zo diac Bravery Faith 


Shockwave decimates enemies foolish 
enough to pack together. 


You can even use Shockwave on 
enemies through walls! 
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NDEZVOUS: LITTERING 


9MQ 


E PLOYMENT 


OTORY 


IES 


Enemy Job i Gender Level Zodiac Bravery Faith 


random Ninja 
-andom Ninja 
-andom Ninja 
Random Ninja 
-andom Ninja 
Random Ninja 
Random Ninja 
Random Ninja 
-andom Ninja 
Random Ninja 


Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Fandom 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


JGGEgTEgjD^LOYMENT:= 

s may seem like a fight where the Sticky Fingers ability could 
come into play, but Shirahadori outclasses it. Equip it, along 
oncentration, and you should have no trouble destroying the 
l Use some sort of strong melee attack class, like Dragoons, 
hts, Ninja, or Monks. You may also want to employ Ignore 
ration for increased movement and Items for healing. 

^- s[f 4te4 T ll ^' t T T f ********* * 

ireal, ultimate power in this battle is Shirahadori, which blocks 
►st of the Thrown weapons and also offers defense against the 
envise-lethal Dual Wield ability that the Ninja use to their 
kantagc. Any powerful attacker can easily dismantle the Ninja with 
aps a litde patience, and breaks for healing when HP gets too low. 


Sticky Fingers is fine when Ninja are using Throw, but fails you if they attack 
directly. 


Stick to basic attacks, so no single unit is overwhelmed when everyone else 
Jumps. 
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2 teams 


rfrarem 




Ramza is 


ItIBATTlE TROPHIES 


Phoenix Down 


ENEMIES 


HI DD EN TREASURES? 


Enemy Job Gender Level Zodiac Bravery Faith 


Grid Normal Dro 


Rare Dro 


CHAPTER/- 

three 


A 

Random 

Black Mage 
(Undead) 

M 

27 

Random 

Random 

Random 

B 

Random 

Black Mage N 
(Undead) $ 

•M 

28 

Random 

Random 

Random 

C 

Random 

Time Mage 
(Undead) 

F 

27 

Random 

Random 

Random 

D 

Random 

Time Mage 
(Undead) 

F 

28 

Random 

Random 

Random 

E 

Random 

Ghoul 

N 

Random 

Variable 

Random 

Random 

F 

Random 

Ghast 

N 

Random 

Variable 

Random 

Random 

G 

Random 

Revenant 

N 

Random 

Variable 

Random 

Random 


Ether 
Remedy 
Phoenix Down 
Holy Water 


Bestiary 
Mythril Spear 
Snowmelt Bomb 
Iron Fan 


i Job Gender Level Zodiac Bravery Faith 
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A Rapha Skyseer+ 


22+ # 31- 


69+ 


ZODIAC: 

Female x'*. 


IS UGGESTEPi DEPLOYMENT: 

You can almost treat this battle as a random encounter with 
undead foes. Deploy, as mentioned for a previous encounter, a 
fleet of Chemists who can use Phoenix Downs. If anyone still 
needs JP for Auto-Potion, this is a good battle to send them into. 


Even high-level undead have no 
defense against the power of Phoenix 
Down. 


Rapha's Sky Mantra abilities may 
devastate the enemy... or may just 
strike empty air. 


4-TACTICS! 

This is a small, straightforward map that may lull you into a 
false sense of security before the battle to come. Hammer the 
various undead with Phoenix Downs and Mustadio s Seal Evil. 
You should be able to finish all of them off long before they car 
seriously threaten your party. 


& 
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OVANES CASTLE GATE 


xrhoyjm entjs hots 


onDScnfig 




14 






^WALKTHROUGH 


HiPPENiTREASURESii 



| Rare Drop 

A2 

Potion 

Fuma Shuriken 

D9 

Hi-Potion 

Aegis Shield 

H8 

Ether 

Diamond Helm 

LI 

Remedy 

Celebrant’s Miter 


Gender Level Zodiac Bravery Faith 


Varach Netherseer 

z a"dom Knight 
Random Knight 
Random Knight 
-andom Archer 
fandom Archer 
Random Archer 


24 u 

27 Random 

28 Random* 

29 Random 

27 Random 

28 Random 

29 Random 


69 

Random 

Random 

Random 

Random 

Random 

Random 


31 

Random 

Random 

Random 

Random 

Random 

Random 


Gender Level Zodiac 


31 + 


Rapha Skyseer-h 



^TIMAL^20PIAC:4^4^4=4^4- 

lie ^ has a damage advantage against Marach, and a hefty 
ng bonus. However, he does not really carry anything that is 

i the effort to steal. 

^GESTEPi PERLOYMENTi^^^^^^^^^^^^-^^ 
dee fighters with Shirahadori and Ignore Elevation have an 
^vantage here. You can use virtually any melee class, but Ninja 
I Dragoons are especially powerful here. 


Riovanes Castle is another of the game’s famous series of 
consecutive battles. As with the others, make sure you preserve 
a save file before starting the sequence, in case your party is 
overwhelmed and you need to back out in order to level up. 


In general, it’s a good idea to do some leveling up before entering this 
sequence. Stock up on Chameleon Robes and Barettes if you can. 



This particular battle may not be incredibly difficult if you have 
prepared your troops. With Shirahadori and Items for healing, 
the enemy is just not in a position to do much damage, and 
Marach is not very aggressive. Marach can be dangerous if he’s 
lucky, but there is an easy way to escort him off of the field: let his 
or Rapha’s HP fall below 40%. As you saw in your first battle with 
him, Marach simply doesn’t absorb punishment well. 



j 
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RIOVANES CASTLE KEEP 


[ENEMIES] 


below 25% 
Phase 2: Bt 


DEPLOYMENT 


2 teams 


Ramzaislkiilefll 


HIDDEN TREASURES: 


Grid Normal Drop Rare Dro 


#\ Enemy Job j Gender! Level! Zodiac ! Bravery Faith 


Wiegraf White Knight 


CHAPTER /I 

three 


B Belias Gigas N 

C Random Archaeodaemon N 

D Random Archaeodaemon N 

E Random Archaeodaemon N 


Gender Level Zodiac 




A5 Potion 

C6 Hi-Potion 

F8 Ether 

H3 Remedy 


Diamond Armor 
Jujitsu Gi 
Chameleon Robe 
Germinas Boots 1 


OPTIMAL* ZODIAC: 


31 JR 70 70 

27 Random Random Random 

28 Random Random Random 

29 Random Random Random 


Since Belias is a monster, 7T is always going to be at an extreme 
disadvantage against him. Wiegraf is Safeguarded, so stealing 
from him isn’t an option. In order to achieve a damage advantage 

on Belias, try fielding * 3 ° and "W units. 

In Phase 1, you’re in a difficult position because you have to fight 
Wiegraf with Ramza, one on one, and Wiegraf is Safeguarded. 
The way to make this batde easy is to field Ramza as a Dragoon 
with Auto-Potion. Wiegraf ’s attacks will trigger Auto-Potion just 
about every time, and Jumping does tremendous damage to him. 
In Phase 2, bring in four more Dragoons with Auto-Potion. 


^TACTICS:- 


In Phase 1, use Ramza to Jump at Wiegraf constantly. You only 
to connect about twice before his HP is reduced to die required 1< 


In Phase 2, repeat the strategy that was preciously stated for Belias. 
Aldiough Belias has about 1000 HP, vour Jumps deal about 150 
damage each. As a bonus, Belias can’t damage units diat are in mid¬ 
air. Ignore his demon escort, since their attacks are more likely to 
trigger your Auto-Potion reaction abilities than die attacks from 
Belias. Just keep using your Jump ability until Belias drops. 
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Auto-Potion is a solid defense against 
Wiegraf ! s Holy Sword attacks. 


This Ninja doesn't stand a chance of 
surviving Bellas's attack. 









































: WALKTHROUGH 


7mm 

31 + 69+ 


A8 Maiden’s Kiss 

H4 Hi-Potion 

H6 Potion 

H8 Phoenix Down 


Jade Armlet 
Kodachi 

Orichalcum Dirk 
Elven Robe 


Tct iMALSZODI AC ^^ 4 =^= 4 ^^=^ 

i selection of Zodiac alignments in the enemies here is quite devious. The best match for Elmdore will be the worst match for Celia, 
ice versa. Likewise, a best match for Lettie is going to be a bad match for either Elmdore or Celia. Basically, Li , ^and HI/ are 
t a disadvantage in this fight. With no clear way to get the advantage, you can either try to avoid fielding these signs (possibly depriving 
self of strong units), or just hope that the Zodiac alignment wont hurt you too badly in combat thanks to other skills. 

/hile Elmdore, Lettie, and Celia all have equipment that is really worth stealing, you need to be extremely powerful and well-prepared to 
' it. The items that are really worth taking are the Cherche Accessories equipped to the Assassins, which are otherwise only obtainable 
trough Poaching. They offer powerful status ailment resistance, even more potent than the Barette. 


ore Elmdore and focus on the Assassins, who only have Counter Tackle as their reaction ability. The best units for taking them out are 
slinja, whose high speed rating (especially when boosted by Hermes Shoes) lets them move before the enemy does. Dragoons can also fare 
ill in this battle, but avoid having them Jump. The enemy is just too fast to be hit by this ability without using the Time Mage abilities of 

Stop and Immobilize. 

If you let them remain on the field long enough, Celia and Lettie will cast Ultima. If Ramza is hit by Ultima and survives (which he 
probably will), he learns the spell and can cast it later in the game. Setting this up is very difficult, since the Assassins often inflict Stop on 
Ramza, but getting the spell here is not impossible. It does require luck and patience to both acquire it and win the battle. 

ou need to equip as many units as possible with the Chameleon Robe, which provides resistance to Celia and Lettie s Suffocate ability. 
The Barette also offers protection against their Stop ability, and Shirahadori is very effective in stopping their physical attacks. Field all of 
your characters with the Items command, so you can heal Rapha as necessary. 


FTACjnCS g 

you have ever heard the term “Rapha Complex”, its in reference to Raphas behavior in this particular battle. Although she may be very 
agile, she will rush these powerful bosses with abandon. If she gets a lucky shot in with her Sky Mantra abilities she can deal devastating 
damage, but this is very unlikely. Casters typically fare poorly in this battle because the enemies attack quickly. If you spend too much time 
Ckeeping her alive with Potions, the enemy will probably wear you down and you are sure to lose. Instead, field very fast units like Ninja and 
jg you should be able to take out one of the Assassins with no more than a few attacks. 
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EMIESJHgg 

Enemy Job Gender Zodiac Bravery Faith 

Milleuda Knight 

F 


65 

65 

Random Knight 

M 

Random 

Random 

Random 

Random Knight 

M 

Random 

Rjndom 

Random 

Random Knight 

M 

Random 

Random 

Random 

Random Knight 

M 

Random 

Random 

Random 

Random Knight 

M 

Random 

Random 

Random 

Random Archer 

M 

Random 

Random 

Random 

Random Archer 

M 

Random 

Random 

Random 

Random White Mage 

F 

Random 

Random 

Random 

Random White Mage 

F 

Random 

Random 

Random 


4-TACTICS: 

Milleuda is equipped with Chantage, a potent accessory that grants 
permanent Reraise to the character that has it. This means that you 
can’t actually win this battle unless everyone else on die map has 
already been defeated when you beat Milleuda. There are several 
complications to this: most units on the map have Lifcfont, one of 
the White Mages has Soulbind, one of the Knights has Revive, and 
Milleuda can cast Arise. Persistence is largely what it takes to be 
victorious. If your team is powerful enough, you should be able to 
heap on damage much more quickly than your enemies can Raise 
fallen comrades. Be sure to take out die White Mages first, since they 
cast potent Time and Black Magicks. 


& 


agriMAIfZODIAC:- 


[ale SI has a damage advantage against Milleuda now that 
: is Unfortunately, she’s Safeguarded, so you can’t steal 
r equipment. You can steal from her White Mages, but their 
odiac sign is randomized. 


or this battle you need to have classes that can pile on damage 
lickly. Dragoons, Ninja, and Samurai all fit the bill. If you want 
> steal the Sortilege that the White Mages are carrying, you can 
cld a Ninja with the Steal ability. 


The angel icon indicates a character 
with Reraise status. 


Isn't that Safeguard a shame? 


: SHADES OF THE PAST 




SunSBoaS] 


Slaraim 


is 
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HIDDENiTWEASURES:. 


Rare Droi 


Diamond Sword 
Wizard Rod 
Golden Staff 
Windslash Bow 


Grid Normal Droi 


Gender Level Zodiac Bravery Faith 


three ' 


Random Knight 
Random Archer 
Random Black Mage 
Random Black Mage 
Random Dragoon 
Random Dragoon 


33 Random Random Random 

30 Random Random Random 
29 Random Random Random 

31 Random Random Random 

31 Random Random Random 

32 Random Random Random 


CHAPTER/'. 

four c 


fSUGGESTEDj DEPLOYMENT: 

You may want to field your most powerful attackers with 
their most powerful skills on this map. This level is a pretty 
straightforward charge that doesn’t require a lot of specific 
class skills to win. It is a fun level to deploy a female Thief or 
Ninja with Steal Heart, since the opposing force is completely 
comprised of males. 

ft % 4 f — f — f f —ft — ft—^ 

This is a nice, easy fight. Get rid of the Black Mages, so you can 
take your time with the other enemies. However, even these “easy” 
enemies may possess alarming advanced skills like Thundaga and 
Vigilance. Also, they may wield equipment that is a bit better 
than what you can currently purchase. In this chapter, stealing and 
using advanced skills becomes more important than ever before. 


A Dragoon with Teleport is almost always exactly where he needs to be. 


Ether 
Remedy 
Maiden’s Kiss 
Phoenix Down 


A Ninja using Steal Heart is difficult to resist. 









































DEPLOYM ENTjSlTQTSi 


2 team: onei 


VICTORY: 


Reduce Meliadoul 


below 20%. 


RamzaJ3 


Jade Armlet] 


EMiES 


- Enemy 

Job 

Gender 

Level 

Zodiac 

inTTSTIfTTHiH 

i Meliadoul Divine Knight 

F 

35 


67 68 

1 Random 

Archer 

F 

31 

Rancjom 

Random Random 

; Random 

Archer 

F 

32 

Random 

Random Random 

; Random 

Summoner 

F 

32 

Random 

Random Random 

: Random 

Summoner 

F 

32 

Random 

Random Random 

Random 

Ninja 

F 

31 

Random 

Random Random 


HIDDENjTREASURES: 

msmm n 

B5 Potion 
F6 Hi-Potion 
H11 Ether 
J3 Remedy 


Rare Dro 


Brigandine 
Diamond Bracelet 
Ancient Sword 
Ninja Blade 


foR TlMAL^ZOP IAC: 


This depends on your approach to the battle. If you want the 
Chantage and Defender, give your Ninja the Steal ability with 


ile @ has the best chance of stealing from Meliadoul, and you 
lly, really want to try and take her Chantage and Defender. 
Unlike Milleuda, Meliadoul does not have Safeguard equipped. If 
lining these items means fielding an entire party built around 
iling from her, you may want to do just that. The Chantage is 
jily one of the best accessories in the game, and the Detender is 
1 to come by otherwise. 


First, get rid of the Ninja on the map. Then, focus on Meliadoul. 
If you plan to steal from her, pelt her with Rend Speed and Stop 
until you have managed to use Steal Accessory and Steal Weapon 
successfully. After that, put her out of her misery and walk off 
with your prizes. 

Once you have an all-Ninja party and some of the powerful items 
that you can obtain by stealing, like the Chantage, you are rapidly 
approaching a form of invincibility. There are very few batdes left 
in the game that can’t be easy cleared by a party of Ninja using 
roughly these same abilities. Of course, you can become even more 


' WALKTHROUGH 


Steal Weapon and Steal Accessory. Field a Time Mage to Stop 
Meliadoul, and use Knights armed with Ancient Swords, Mystics, 
and other classes that can disable her, so you can steal from 
^leliadoul easily. If you do not want the Chantage, the usual 
complement of Ninja and Dragoon units should do the trick. 
Either way give the units in your party Auto-Potion, so they can 
weather the attacks from the Summoners and Archers. 


powerful by adding an Arithmetician or Orlandeau to your party 



A Ninja with optimal zodiac alignment 
has a very high chance of stealing the 
Chantage. 


Without her weapon or accessory, 
Meliadoul won’t last long. 











































CREEK 


DEPlOYMENT-SHOTS 


l8[rnn^,QIIil2QIIfi6 


2 teams 


Gender Level Zodiac Bravery Faith 


* 

A 

Random Chocobo 

N 

Variable 

Random 

Random 

Random 

CHAPTER^^ 1 

three 1 

B 

(Random) N ~ 
Random Chocobo ^ 
(Random) 

Random Chocobo 

N 

Variable 

Random 

Random 

Random 


C 

N 

Variable 

Random 

Random 

Random 

• 

D 

(Random) or Pig 
Random Chocobo 

N 

Variable 

Random 

Random 

Random 

• : 

4 

CHAPTER 

four 

E 

(Random) 

Random Chocobo 

N 

Variable 

Random 

Random 

Random 

F 

(Random) 

Random Chocobo 

N 

Variable 

Random 

Random 

Random 


(Random) 

IsucK|ie2T|^dep^ 

A foil brigade of Ninja units should be a formidable force against 
the Chocobos on this map. Just be sure to give them the Items 
command in case you need to perform some emergency healing. 


In this battle you are put up against an assortment of up to six 
random Chocobo types, either the standard yellow, Black, or 
Red. One of them may be a Pig, as well. So, the difficulty of the 
mission is somewhat dependant upon the type of Chocobos that 
show up. This mission plays out very similarly to your battle with 
Teioh back in Chapter 2, but it is vastly easier. 


jzoom 


122 


Ramza’s right. A character in Depth 2 water won’t be able to attack. 


Choco Meteor can devastate a lightly-armored party member like this. 


HIDPEN|TREAS,URESia 


B12 
Cl 6 
D3 
J13 


Normal Dro 


Maiden’s Kiss 
Phoenix Down 
Potion 
Hi-Potion 


. 


Rare Dro 


Pantherskin Bag 
Diamond Shield 
Black Cowl 
Power Garb 




na 


: e t^ 


tUA 




Villi S 


tW 


SIR| I 


Ml 


lisistir 
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Defeat Zalmour. 


Ramza is killed 


ekes nw 


Angel Ring 


E*EMlES;jg 

I # Enemy i 

Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

1 Zalmour 

Celebrant 

M 

35 

S 

54 

78 

• Random 

Knight 

M 

32 

Random - 

Random 

Random 

Random 

Knight 

M 

33 

Randogi 

Random 

Random 

Random 

Knight 

M 

33 

Random 

Random 

Random 

Random 

Mystic 

M 

32 

Random 

Random 

Random 

Random 

Mystic 

M 

33 

Random 

Random 

Random 









Grid Normal Dro 


C2 Ether 

E5 Maiden’s Kiss 

E6 Remedy 

H6 Phoenix Down 


Rare Dro 


White Robe 
Japa Mala 
Magick Ring 
Assassin’s Dagger 


Delita Holy Knight 


HSTtMAI&ZOPlAC; 




lie ZZ has a damage advantage against Zalmour. Stealing 
i him may be a wasted effort, since everything on his person 

i be purchased from shops. 

5Uj^lsfKy PEi > LOYIVIEWtl » » 

1 brigade of Ninja should still be able to inflict their 
ambiance on this map. However, there are enemy Mystics on 
»field, so you may want to field a Monk with Purification (or a 
nist) to take care of whatever status ailments they may inflict, 
i the use of Ignore Elevation or Teleport, you should be able 
> get to Zalmour long before his escort can stop your advance. 

Seating Zalmour ends the battle, and he’s pitifully weak. One 
r two attacks will probably finish him. 


A lucky Teleport can have you at Zalmour's side instantly. 


Ignore Elevation can also get you to Zalmour in one turn. 


) 




CHURCH 


5m walkthrough 

c 













































& BEDDHA SANDWASTE 



Yl&MoESB 


Yagyu Darkrood 


Yagyu Darkrood 


rORTlMA&ZOPIACi 


CHAPTER, 

four 


Female ZZ has the best chance of stealing from Barich. He 
carries the Glacial Gun, which can only be found here and in the 
Midlight’s Deep dungeon. It is not a bad idea to try and get it 
how, since it is an excellent weapon for any Chemist or Orator 
(whenever you decide to use one in a battle). 


The tan a will net bfl the sea who breathe 
4 ' it—hot it wtU wither ther constitution 

. rewknag them unable to tight 


5^GESTEPi PEPLOYMEW1%»4^M^4^4^Mfa4=4^ 

If you want to steal the Glacial Gun, you may want to field 
the same team against Barich that you did against Meliadoul. 
However, don’t try to start stealing until the Black Mage is 
defeated. Make sure you use Auto-Potion instead of Shirahadori 
for defense, since Barich’s Glacial Gun does magickal damage. 


The Poison status will fade before it can do your characters serious harm. 


Focus on defeating Barich’s Black Mage, then swarm him. The 
other enemies can be ignored but, if you want to steal from 
Barich, you may want to eliminate them just to make the theft 

more manageable. 


It may take two or three tries, but you can definitely get that gun. 


Grid 

Normal Drop 

D5 

Hi-Potion 


r# 

i Enemy Job 

Gender 

Level 1 Zodiac 

Bravery 

Faith 

A 

Barich Machinist 

M 

35 

✓ 

64 

62 

B 

Random Knight 

N F 

32 

Random 

Random 

Random 

C 

Random Knight 

■#F 

33 

Random 

Random 

Random 

D 

Random Archer 

F 

32 

Random 

Random 

Random 

E 

Random Archer 

F 

33 

Random 

Random 

Random 

F 

Random Black Mage 

F 

32 

Random 

Random 

Random 


































■RTdBE SSELAT: SOUTH WALL 

^^fcs^ssoiE-sysESi MWEs 


All enemies defeated 


\Mtil 


Ramza 


SATrLEjTROPHlES 


i@MtS 

iGEmUffim? 


North Wall 


'%K WALKTHROUGH 


IESKSOUTH); 


HIDDENTREASURES 


Job Gender Level Zodiac Bravery Faith 


Grid Normal Dro 


Random 


Random 


Random 


Phoenix Down 


D andom 

Knight 

M 

34 

Random n Random 

Random 

C9 

Hi-Potion 

Platinum Shield 

Random 

Knight 

M 

35 

Random Random 

Random 

E6 

X-Potion 

Gold Hairpin 

Random 

Archer 

M 

33 

Random ’Random 

Random 

H11 

Hi-Ether 

Carabineer Mail 

Random 

Archer 

M 

34 

Random Random 

Random 




D andom 

Thief 

M 

33 

Random Random 

Random 




Random 

Ninja 

M 

34 

Random Random 

Random 



? 


J.GGESTEPi PEPLOVMENTfc<4MM*4*4^ 

approach for the next two battles should be very similar. It is 
dsed that you field a team of Ninja with either Ignore Elevation 
Teleport) and the Items ability equipped. If you opt for the 
•h battle, give your Ninja units Auto-Potion, and for the South 
le you may want to use Shirahadori. It is also wise to equip your 
nale characters with Nu Khai Armbands if you opt for the South 
te. It you decide to try the North batde, you may want one of 
Ninja units to have Treasure Hunter equipped. 

tSctiCS:i 

ile the Fort Besselat battles are consecutive, they are probably 
:st series of consecutive fights in the game. However, you 
ould keep a save file of your progress before entering Besselat 
i hand just in case. But, having trouble with completing the 

rles is unlikely. 

ou can choose to do the South or North battle, but not both, 
enerally, the South battle features more enemies. The enemies 
1 the North battle are fewer, but more dangerous individually. 


Neither battle should tax your troops, but the South battle is 
probably going to be easier and more quickly beaten. Unless you are 
very interested in die hidden treasures, the South batde may be a 
better opdon. The strategy for both battles should be very similar 
pick off the most dangerous enemies first, and work your way back 
to the odiers. 


Ignore Elevation lets you attack this 
Ninja immediately. 


Enemies at higher elevations should be 
dealt with before moving below. 


125 







































CHAPTER, 


FORT BESSELAT: NORTH WALL 


DEPLOYMENT'S IIOTS 


VICTORY 

All enemies defeated 


DEFEAT 

Ramza is killed 


mm 


Carabineer 


CHAPTER 


one 


two 


CHAPTER 

three 


41 


ENEMIES^ 

CNORTH)u 





# 

Enemy 

iJob Gender 

Level 

Zodiac 

Bravery Faith 

A 

Random 

Archer 

M 

34 

Random 

Random Random 

B 

Random 

Archer 

M 

36 

Random 

Random Random 

C 

Random 

Monk 

M 

35 

Random 

Random Random 

D 

Random 

Summoned 

M 

35 

Random 

Random Random 

E 

Random 

Dragoon 

M 

34 

Random 

Random Random 

F 

Random 

Dragoon 

M 

33 

Random 

Random Random 


CHAPTER, 

four 




POSTSCRIPTS 


c=-fs^f,-i_ -4- 

; The items you can find with Treasure Hunter in the North battle 
are of much higher quality than those in the South battle, but you 
4 1 can eventually buy all of these items a little later in the Chapter. 

the North battle, the most dangerous enemies are the 
jg Summoner and two Dragoons. When you try to get the hidden 
1 treasures in the North battle, try to leave one enemy alive, 
ppossibly Charmed by Steal Heart, while your Ninja with the 
lowest Bravery moves around to the tiles that contain treasure. 


Grid Normal Drop Rare Dro 


Remedy 
Phoenix Down 
Hi-Potion 
X-Potion 


Yagyu Darkrood 
Air Knife 
Runeblade 
Kiku-ichimonji 


return 




is* 


Not bad, for a freebie. 


M m tafl 


MB 


The enemies here don’t stand a chance against a unit with Steal Heart. 















































BESSELAT SLUICE 


anssonIISciiES 


defeated 


Open the sluice 


moving unitsUo 


Banana, 


Job Gender Level Zodiac Bravery Faith 


Fandom Knight 
ndom Knight 
Random Knight 
-andom Knight 
-andom Archer 
Fandom Archer 
-andom Black Mage 
Random Black Mage 


Random 

Random 

Random 

Rarfdbm 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


j DEPLOYMENT:-^ 
r Ninja are perfectly suited for this battle with Auto-Potion 
i Ignore Elevation or Teleport equipped for the combat. 

yr»cs;| 

i try to win this battle by killing the Knights on the sluice 
> at 13 and 18 . Wait for their bodies to disappear, then move 
r own units onto the levers. With a party as powerful as the 
: that you can field now, it may be just as easy to eliminate all 
; enemies and win in this manner. 


HIDDENuTREASURES:; 


Grid Normal Dro 


Hi-Ether 
Remedy 
Phoenix Down 
Hi-Potion 


Rare Dro 


Crystal Shield 
Crystal Helm 
Lambent Hat 
Crystal Mail 


X WALKTHROUGH 


The Knight standing on the sluice lever never moves. 
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You can’t actually get to the sluice until the Knight's body times out. 


\m/ 



































mm 


Winged 


HIDDENs TREASURESig 


Rare Dro 


Grid Normal Dro 


Ninja Longblade 
Platinum Sword 
Invisibility Cloa? 
Morning Star 


D9 Potion 

D1 Hi-Potion 

E6 Ether 

H8 Remedy 


# Enemy Job Gender Level Zodiac Bravery Faith 


CHAPTER 

four 


Defeat the Ninja, and the rest of the battle is easy. 


ENEMIES 


Random Archer 
Random Archer 
Random Archer 
Random Thief 
Random Thief 
Random Ninja 


35 Random Random Random 

36 Random Random Random 

37 Random Random Random 

36 Random Random Random 

37 Random Random Random 

38 Random Random Random 


ISUGyESTEPj PEPLOYMENTs=^4^^4 g 4=4^^4=4=4= : 4= 

Your compliment of Ninja units should have no trouble with 
this battle. Use Shirahadori, Items, and possibly Safeguard, since 
some of the Archers may use Arts of War to Rend your items. 
Ignore Elevation and Teleport for movement are a must for this 

particular map. 

|TACTICS;i 

Focus on the Ninja who acts as the groups leader. Then, scatter 
around the map to eliminate the Archers first. These units can 
take great advantage of the uneven terrain. When you have 
eliminated the threat from above, you can move to eliminate the 

Thieves that are left over. 










































All enemiestoefeated! 


BATT 1-E -TROPHIES: 


Phoenix Down 


IES 


Enemy Job 

Gender 

Level Zodiac 

Bravery Faith 

\ Random Archer (Undead) 

M 

37 Random 

Random Random 

\ Random Archer (Undead) 

M 

37 Random 

Random Random 

; -andom Mystic 
(Undead) 

| Random Summoner 
(Undead) 

F 

F 

38 Random 

* 

36 Random 

Random Random 

Random Random 

E Random Revenant 

N 

Equal Random 

Random Random 

: Random Revenant 

N 

Equal Random 

Random Random 


JGGMTEPj PEPLOYMENT^«4^M^M«A4^M^^4^ 

1 undead units on the field, it may be a good time to field 
nists and start throwing around Phoenix Downs. It is 
ortant that all of the necessary sub-abilities are still equipped: 
-Potion, Ignore Elevation, and Teleport. 

STICSif 

; main complication for this battle is the strength of the 
dead units. You need to eliminate the Summoner and Mystic 
ekly, before they can bring their truly powerful spells into play, 
nee these factors have been eliminated, this should be a pretty 

ghtforward battle. 


The undead here pose little threat, provided you can defeat them quickly. 


— 


Your Chemists will be very vulnerable to the damage dealt by Summon spells, o 129 


(EPOESCAS 


HiPPENiTREASURESii 


mxmrmmimi 

D1 

Maiden’s Kiss 

F2 

Phoenix Down 

G9 

Potion 

11 

Hi-Potion 


Rare Dro 


Cashmere 
Platinum Helm 
Circlet 

Platinum Armor 


BM 




ml 






nil 




M f 


mrl 


































LIMBERRY CASTLE GATE 


IQiSSEB 


d8®0?Di3B3i 








HIDDEN TREASURES: 


ENEMIES 


# 

Enemy 

Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

A 

Lettie 

Assassin 

F 

37 

S 

65 

70 

B 

Celia 

Assassin 

nF- 

38 

m 

65 

70 

hr 

Random 

Reaver 


Equal 

Random 

Random 

Random 

i D 

Random 

Reaver 

N 

Equal 

Random 

Random 

Random 

E 

Random 

Reaver 

N 

Equal 

Random 

Random 

Random 

F 

Random 


N 

Equal 

Random 

Random 

Random 



Rare Drop 

C8 

Ether 

Gaia Gear 

D1 

Remedy 

Black Robe 

H4 

Phoenix Down 

Bracer 

H10 

Maiden’s Kiss 

Hermes Shoes 


CHAPTER^, 
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foBTI M AljVZO PI AC: 

Male Z2 has best compatibility for Lettie, and male W for 
Celia. Note that you can steal items from both of them; however, 
their equipment in this fracas is not as desirable. 


I sUGGESTE DiDEPLOYIVIENT: 

Before you enter Limberry, you may wish to take a brief pause to 
build up your party’s JP. It may be in your best interests to raise 
some strong Monks and give them the First Strike ability. You 
may also want to turn your best spellcaster into an Arithmetician 
with potent spells like Holy and Flare. While this is not 
absolutely necessary for beating the level, it makes the battles a lot 
less troublesome by ensuring that they end quickly. 

Outfit your units with gear that resists Lettie and Celia’s many 
abilities: Chameleon Robes, Nu Khai Armbands, and Jade 
Armlets. Ideally, you should try' to stop them quickly, before any 
of their status ailments begin to take effect. 


This begins another series of consecutive battles, and arguably 
the most difficult in the game. Fortunately, the optimized parr, 
that sees you through here should soundly trounce the battles 
follow. As always, be sure to keep a separate save file before you 
enter Limberry, so you can start over if you are overwhelmed. 

Focus your efforts on Lettie and Celia, and ignore the Reavers 
as much as you can for now. Unless you are attempting to gain 
Ultima from this stage for Ramza, there is no reason to linger 
this level for long. If you have fully leveled your Arithmetician, 
you may be able to take out Lettie and Celia with one move. 


With Arithmeticks, it's just a matter of 
setting up the shot... 


...and knocking the enemy down. 




































mberryTastle keep 


Reduce Elmdore’s 




Gender Level Zodiac Braver 


# Enenv 


Grid Normal Droi 


Rare Dro 


Faith 


A3 Potion 

D9 Hi-Potion 

G11 Ether 

J13 Remedy 


Vampire Cape 
Spellbinder 
Ice Brand 
Muramasa 


►X WALKTHROUGH 


| - Elmdore 

Ark Knight 

M 

41 

n 

70 

70 

| Lettie 

Assassin 

F 

38 

Z 

65 

70 

; Celia 

Assassin 

F 

39 


65 

70 



IRjm ij&ZODlAC* 

i are stuck back where you were in the Riovanes Roof battle, 
rith TL , Z , H and TDt all at a disadvantage. There is no real 
r to create an advantage here (unless you have the opposite 
liac signs) and stealing may be a dangerous proposition. 


TACTICS 


ou defeat Lettie and Celia, they turn into Ultima Demons, 
us result is really not worth the effort. Instead, focus your blows 
l Elmdore. If you can connect a potent spell like Flare, you can 
ut him down with only a few extra blows from your Monks. The 
ger this battle drags out, the more dangerous it becomes, so 
i are advised to end it quickly. 


Elmdore has no defenses against Flare, either. 


mPPENiTREASURESs, 


»UGGESTEP|PERLOYMENT:-M^4MM‘=4^MM^MMM* 

> or Ninja with Martial Arts are recommended units for use 
ere. Techniques like Shockwave and Aurablast let you fight at a 
: distance, while also breaking through Elmdore’s Shirahadori 
Tense. Make sure that your Black Mage, or Arithmetician, 

5 equipped with the Japa Mala accessory in addition to the 
hameleon Robe. If one of your units is female, give her the 
hantage and Barette. 


Shirahadori offers no protection against Martial Ms. 
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HIDDEN TREASU RES;; 


Normal Dro 


Rare Dro 


Level 

1 Zodiac 

Bravery 

Faith 

40 

to 

78 

25 

31 

Random 

Random 

Random 

32 

Random 

Random 

Random 

33 

Random 

Random 

Random 

34 

Random 

Random 

Random 

35 

Random 

Random 

Random 


Argath Deathknight 

Random Ultima Demog 
Random Ultim a Demon 
Random Ultima Demon 
Random Ultima Demon 
Random Ultima Demon 


|^CTIM£^ZO^DIAC 

Female W has a tremendous damage advantage against 
Argath. Unfortunately, he’s Safeguarded, so you cannot take his 

equipment. 

- 4 °£ 


You can use a team of Ninja plus a Black Mage/Arithmetician 
that has been recommended for previous batdes. However, it is 
important to remember that Argath has Reflect and a ridiculously 
low Faith statistic to begin with. There isn’t much for a mage to 
do in this battle besides casting Haste in support. 


A13 Potion 


Hi-Potion 


LIMBERRY CASTLE INNER COURT 
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His Fell Knight abilities aren't quite as dangerous as Holy Knight powers, but 
they should still not be taken lightly. 


This level is a great place to learn Ultima, since Argath’s escort 
v. of Ultima Demons are both numerous and relatively weak. 
Otherwise, this is a fairly straightforward battle that will be 
^ determined by physical damage. If you field Ninja units, your 
speed advantage should help you easily overwhelm Argath. 












































o 



Zalera is defeated 


MBERltf CASTLE UNDERCROFT 


HIDDEN; T REAS UR ESi 


Gender Level Zodiac ! Bravery i Faith 


Grid Normal Drop Rare Dro 


Zalera Death Seraph 

Random Knight (Undead) 
Random Knight (Undead) 
Random Skeleton 
Random Bonesnatch 
r andom Skeletal Fiend 


Random Random Random 

Equal Random Random Random 

Equal Random Random Random 

Equal Random Random Random 

Equal Random Random Random 


Job Gender Level Zodiac Bravery Faith 


Meliadoul Divine Knight F Equal 67 68 


Ether 
Remedy 
Phoenix Down 
Maiden’s Kiss 


Gastrophetes 
Eight-Fluted Pole 
Obelisk 

Hydrascale Bag 


riMAL*ZOPIAC :« 

= and *** have a damage advantage in this battle. 

ISU.GGE 


dera hides on the other side of the map and attempts to pile 
atus ailments on you. You may want to field Monks or Ninja 
ith Martial Arts in an effort to counteract this. Deploy your 
ack Mage/Arithmetician, and it can actually be worth your 
Bphile to put a Chemist in the party to deal with all of the undead 
emies. Equip your team with Guardian Bracelets to ward off 
i worst of Zalera s status ailments. 


Shockwave and Aurablast allow your Monks hang around your 
deployment area and attack Zalera from a distance. Even though 
this tactic is not totally safe, it is slightly less lethal than trying to 
charge him. The Purification ability of the Monk units also gives 
you the opportunity to awaken units put to sleep with Nightmare. 
Zalera is vulnerable to Flare, so try to cast it on him repeatedly 
with Arithmeticks, or Black Magicks. With Meliadoul s help, it 
should be a relatively short battle. 


Purification lets you quickly awaken 
sleeping allies without attacking them. 


Even a middling Zodiac sign match 
can do big damage with Aurablast. 
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Phase 2: 


I Adrammelechl 




# Enemy 


Gender Level Zodiac Bravery Faith 


Grid Normal Drop Rare 


B 7 Hi-Potion Featherweave Clo>< 

El X-Potion Thief’s Cap 

G4 Hi-Ether Blood Sword 

H7 Remedy Healing Staff 

Turn your Black Mage into a Summoner with Arithmeticks 
for the duration of this battle, so you have the ability to use 
Carbuncle and Golem to protect your fighters. It is also impor-jd 
to equip Safeguard (since many of the enemies on this map ms*, 
choose to Rend your equipment) and Jade Armbands to ward crfl 
status ailments. 


• ! 

A 

Dycedarg Rune Knight 

M 

43 

m 

66 

77 

Pg, 

nr 

Random 

Knight 

, M 

37 

Random 

Random 

Random 


c 

Random 

Knight 

M 

37 

Random 

Random 

Random 

1 

• ' 

D 

Random 

Knight 

M 

38 

Random 

Random 

Random 


E 

Random 

Knight 

M 

38 

Random 

Random 

Random 


F 

Random 

Knight 

M 

39 

Random 

Random 

Random 


CHAPTER^ 
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ENEMiESI CRHASEt TWO):, 


Gender Level Zodiac Bravery Faith 


G Adrammelech The Wroth M 46 *f|£ 


a 




Job 

i Gender Level Zodiac Bravery i Faith 


Zalbaag Ark Knight M 42 <g> 


ORTIMAL^ Z O D | ^ 

||y and @ have a damage advantage in the battle against 
Adrammelech. Against Dycedarg, female has an advantage. 
While Dycedarg’s equipment is decent, it may not be worth the 
danger to rob him. You may want to send someone with Treasure 
Hunter after die very useful Blood Sword that can be obtained on 
this map, however. 


HIPPENiTREASURESsi 


Speed is of the essence against Dycedarg and Adrammelech, so 

you may want to field your Ninja retinue. 


^=TACTI CS 

In such a small map, rushing Dycedarg with your units is the 
most painless way to take him out quickly. Don’t waste time on 
his cohort of Knights, who disappear when Dycedarg transforms 
into Adrammelech. Note that Dycedarg uses Holy Knight skills, 
and in that regard is almost more dangerous than his Lucavi 
form. Arithmeticks are very useful against him since they allow 
the caster to attack instandy, and from a safe distance. 


Adrammelech likes to cast potent spells like Flare and Bahamut, 
and is likely to go after your caster immediately. If you want to use 
Golem to protect your party of Ninja, your Summoner must cast 
it when Dycedarg is on the field. As for damaging Adrammelech. 
your Ninja should be able to take advantage of his reladvely low 
speed and can do tremendous damage with simple physical attacks 
Even without enhancements like Haste, some party members mav 
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have multiple turns between Adrammelech s actions. 




































'CATHEDRAL 


ULLONDE 




2 teams: 3 


rTTiffofrTffl flrnTffo 




Ramza is killed 


i Rare Dro 


Elixir 

Elixir 

Elixir 

Hi-Potion 


Grid Normal Droi 


EMIES: 


Random White Mage 
Random Summoner 
Random Orator 
Random Orator 
Random Geomancer 
Random Geomancer 


M 

M 

M 

M 

M 

M 


A10 Hi-Potion 

All Phoenix Down 

G12 X-Potion 

H3 Hi-Ether 


40 Random Random Random 
39 Variable Random Random 

38 VariaBle" Random Random 

39 Variable Random Random 

39 Variable Random Random 

40 Variable Random Random 


HIDDEN iTREASAJRESii 


U WALKTHROUGH 


ISUGC 


is 

t 


* You can use the party of Ninja and Black Mage/Arithmetician that has put up a good fight in most cases on this map as well. Just make 
; that you equip Auto-Potion as your reaction ability. If you have developed an Orator, this may not be a bad time to field them. Using 
isult on any of the units here can easily neutralize them. 

|TACTICS:r 

Mullqndc begins another series of consecutive battles, and you should duly set aside a save file before entering. (In general, it’s best to keep 
many save files for Chapter 4 lying around; you can check the Walkthrough Postscript after this chapter walkthrough for details as to why.) 

Still, Mullonde should give you little trouble, simply because your units should be very powerful by this point. 

Nt may be easy to underestimate this particular map, but 

ont. While this walkthrough doesn’t recommend Orators or 

- Geomancers very often, they can be very powerful classes at higher 

levels. Your best chance for offense is to focus on speed in an 

attempt to have as many turns as possible to use your Arithmeticks 

r instant spells. Have your Orator use the Glacial Gun you stole ^ potent Orator can repeatedly inflict The Glacial Gun acts much like a 

from Barich and use Insult on units foolish enough to draw near. Doom on enemies el no cost. Blinara spell that you can cast at will 

over long distances. 

? 
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MUtLONDE CATHEDRAL NAVE 



three 


A Loffrey Divine Knight M 

B Folmarv Divine Knights ■ M 
C Cletienne Sorceror * M 



Grid 

Normal Drop 

Rare Droi 

El 

X-Potion 

Elixir 

E5 

Hi-Potion 

Elixir 

E9 

Phoenix Down 

Elixir 

El 3 

Remedy 

Elixir 


CHAPTER X 

four v 


A 


|Q BJIM AtftZ O DI AC : A 

Female characters can dominate this battle if you want to ste al, 
but only Cletiennes Dragon Rod is really worth the effort to take. 

is best against Loffrey, *** against Folmarv, and x'* against 
Cletienne. What is interesting about this battle is that all of the 
optimal signs are no worse than a neutral match with the other 
enemies. This makes getting the damage or stealing advantage 
more likely. 


The speed of Ninja gives you an advantage over these Knights, 
who do crushing damage if they are allowed to act. Equip 
your Ninja with Arts of War if you want to Rend your enemy’s 
weapons; none of them are Safeguarded. Equip items that 
enhance speed, like the Thief’s Cap and Hermes Shoes, as 
well as Safeguard to protect vour equipment against one of the 
Knights using their sword skills. Also, deploy your Black Mage/ 
Arithmetician, who can further enhance the party’s speed with an 
instant Haste. You may want to deploy an Orator to reduce the 
Folmarv s Braver} 1 , or just to take potshots from the back of the 
map with the Glacial Gun. 


If you have the speed to beat these enemies to the punch, then you 1 
don’t need to do much more than attack consecutively. Arithmeticks 
can be a useful source of damage, as can a character using the Glacial j 
Gun. Rend their weapons if you want to reduce the damage that you 
might take, although that won’t stop Cletiennes spellcasting. It does 1 
make Folmarv more manageable, though. 



The Glacial Gun is incredibly potent in 
this battle. 


Folmarv talks big, but the Templars 
aren't quite so dangerous in this 
particular battle. 
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ESElESai 


Zalbaag 

Random 

Random 

Random 


Ark Knight 

Archaeodaemon 
Archaeodaemon 
Ultima Demon 


Equal Random Random Random 
Equal Random Random Random 
Equal R<mdom Random 


Random 

Random 


PK^MAL^ZODI AC^ 

‘emale $9 has a clear advantage against Zalbaag here, but it helps 
ore with fighting than stealing. Zalbaag s equipment is just not 
nportant enough to outweigh the risk. 

^^^^rePjPERLOYMEN ftu .» # » W * * 

~ap vour Ninja out for Monks, so you can attack Zalbaag from 
a distance. Getting close to him is not advised. You may also want 
to deploy an Orator to reduce his Bravery, and your Black Mage/ 
arithmetician to cast Haste or Flare. Equip your party with Japa 
! Mala accessories to protect against the deadly Vampire status ailment 
that Zalbaag sometimes inflicts. You can cure Vampire by teaching 
someone to use Holy Water, but this is risky, since anyone with 
Vampire can pass it on to anyone else if they get a turn to act. 

^— y — y— *■— y ;• — 

Even an ordinary enemy can become a handful if they happen to 
have the Adrenaline Rush reaction ability. On an already-powerful 
Ark Knight like Zalbaag, it can easily make him too much to handle, 
especially when coupled with his other skills. Use your Orator to 
reduce his Bravery while your Black Mage uses Anthmeticks and 
Black Magicks on the field. Once Zalbaags Bravery is reduced, send 
in your Monks to attack with Shockwave and Aurablast. 


If an ally is turned into a Vampire and you can’t cure him or her. you have no choice 
but to defeat them. 


After all, you can use your Arithmeticks to bring them back next turn. 


WALKTHROUGH 




C* 


MONDE 


L 


CATHEDRAL SANCTUARY 


Zalbaag isjdefeated 


























& MONASTERY VAULTS: FOURTH LEVEL 


Zodiac Bravery Faith 


HIDDEN fe TREASU RES: 


Grid Item Dro 


Random Knight 
Random Knight 
Random Archer 
Random Monk 
Random Monk 


M 

M N ' 

Ml 

M 

M 


48 

49 

49 
48 

50 

51 


Random 

Random 

Random 

Random 

Random 

Random 


Random Random 
Random Random 
Random Random 
Random Random 
Random Random 
Random Random 


Elixir 

Elixir 

Elixir 

Elixir 


CHAPTER J 

four > 


|SUGGESTEDj DEPLOYMENT:=^NM^M^MM i -4-4-4^ 

Although they are all normal job types, these enemies are potent attackers. Shirahadori and First Strike aren’t much of a defense because 
of the Monks. Instead, change your Arithmetician into a Summoner and learn Golem. If your Ninja know Reflexes, they can equip the 
powerful Featherweave Cloak and reduce the enemy’s hit chances to nearly nothing. 

[tACTICS ■ 

Your return to Orbonne Monastery marks the beginning of a scries of six consecutive battles that continue until the game’s very end. Do 
not go to Orbonne until you have purchased everything you could possibly want from the shops on the world map, earned all of the JP v 
want your characters to have, and are generally ready to attempt finishing the game. As always, keep a spare save file before your entrance 
into Orbonne on hand, so you can try again, if necessary. 

The enemies here are powerful enough to stop a normal band, but 
your characters should be ridiculously strong by now. Have your 
Summoner use Golem as a first move, then have the others attack 
relentlessly. It should be over quickly if you are ready to face the 

battles bevond. 


It's very easy to use Arithmeticks for 
casting Haste on your entire party at 


While rare, it is possible for a spell to 
be blocked by an enemy. 
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Grid Item Dro 


Loffrey Divine Knight 

Random Black Mage 
Random Black Mage 
Random Time Mage 
Random Summoner 
Random Summoner 


OSEnKMiH 

60 68 

Random Random Random 
Random Random Random 
RancfSm Random Random 
Random Random Random 
Random Random Random 


) RJiMAl^ZODIAC: 


nale O has the advantage against Loffrey. His equipment 

it really worth stealing, however. 


>ur speedy entourage of Ninja has a tremendous advantage in 
s level, and you can enhance it by equipping them with the 
tef’s Cap and Safeguarding it from Loffrey s Arts of War skills. 
Since you may rely on Items and Auto-Potion for healing, try 
equipping Reflect Rings to your party members. This makes you 
more or less immune to the Black and Time Mage spells. They 
do not work against Summon magick, so have your Black Mage/ 
lArithmetician deal with this problem as soon as possible. 




You only need to beat Loffrey to win, so focus your attacks 
on him. He is not Safeguarded, so you can easily Rend his 
■equipment if you like. Generally, the battle is easiest if you just 
|fbcus on destroying him before the other Mages (especially the 
*Summoners) can finish casting their spells. 


HIDPENiTREASUHESZa 


A1 Elixir 

F9 Elixir 

G9 Elixir 

LI Elixir 


Loffrey’s mages aren’t particularly strong casters. 


'•^5 WALKTHROUGH 

r 


OSB 


C {) 


VAULTS: FIFTH LEVEL 




Loffrey is defeated 


Don’t forget about the Ninja Throw ability. It is very good for picking off 
weakened enemies. 
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NECROHOL OF MULLONDE 


three 





l# 

Enemy 

! Job 

Gender 

Level 

Zodiac 

Bravery Faith 

• 

A 

Cletienne 

Sorceror 

M 

54 

n 

51 

61 


B 

Random 

Time Mage 

M 

51 

Random 

Random 

Random 


C 

Random 

Time Mage 

\ M 

52 

Random 

Random 

Random 

1 

D 

Random 

Samurai 

,* M 

J M 

52 

Random 

Random 

Random 


E 

Random 

Samurai 

53 

Random 

Random 

Random 


F 

Random 

Ninja 

M 

51 

Random 

Random 

Random 


G 

Random 

Ninja 

M 

53 

Random 

Random 

Random 



JPg nWMi^ZOPIA C;4=4-4-4-4- 
| four I Female/. 




You may not have a lot of defensive options besides Auto-Potion 
for this battle. Make your Arithmetician into a Summoner, so he 
can cast Golem on his first turn. Deploy the rest of your party as 
Ninja with speed-boosting equipment. 


HIDDENjTREASURES:§ 


Grid 

Item Droi 

A4 

Elixir 

D1 

Elixir 

J5 

Elixir 

LI 

Elixir 


If an Arithmetick that would win the battle calls for casting the spell on your 
allies, do it. 
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Only one party member needs to be standing at the end of a battle for it to 
count as a victory. 

































Grid Item Droi 


EMIES 


f JH'iM'ml 

__i—JO* 

Job 

Gender 

Level Zodiac 

Bravery 

Faith 

Barich 

Machinist 

M 

55 


64 

62 

Random 

Chemist 

M 

49 

Random 

Random 

Random 

; Random 

Hydra 

N 

48 

Random 

Random 

Random 

; Random 

Greater Hydra 

N 

47 

Rlndom 

Random 

Random 

: Random 

Tiamat 

N 

50 

Random 

Random 

Random 

: Random 

Dark Behemoth 

N 

50 

Random 

Random 

Random 


For jimal^ zodiac^ 

Female HI has the best chance of stealing from Barich, and his 
Master is actually worth the effort. Just remember that it, like 
| any item you acquire during the endgame sequence, can never be 
gtaken back out into the rest of the game world. 


Deploy a team of Chemists or Orators of your own, each with a 
Mvthril Gun equipped (and one toting the Glacial Gun). Give 
them Arts of War and use it to break Barich’s weapon if you 
hoose not to steal it. Have your Black Mage/Arithmetician on 
hand to cast devastating spells across the crevasse. 
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mnBBQnOgcnS& 


•^WALKTHROUGH 

r 


^TACTIC 

The difficulty of this map depends on how aggressive you feel like 
being. If you are content to stay on your side of the crevasse that 
splits the map, Barichs monsters can’t really do much to damage 
you. Instead, you can quietly sit there and take potshots at him. 
He will take potshots back, but you can easily heal your party 
faster than he can deal damage to your troops. If you want to steal 
his Blaster, let your Arithmetician take out all the monsters and 
the Chemist with spells. At that point, send a Ninja or Monk 
with Steal Weapon around to get the Blaster. 
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C7 Elixir 

El Elixir 

FI 2 Elixir 

H9 Elixir 


tf only you could take that Blaster back 
with you somehow. 


Arithemticks can quickly overwhelm 


Banch with raw damage 





































CHAPTER^ 

two 


Gender Level Zodiac Bravery Faith 


A Hashmal Bringer of Order N 59 $1 70 7C 

^ or ^ have a damage advantage against Hashmal. 

^Hw G^^TEDj PEPLOYMENT5=4=4^4 te 4 i ^4==^=4=^4^^4^ 

Since this map is small, you can easily field any type of melee 
fighter against Hashmal. Monks have a particular advantage 
four Bagainst him, since they can use Aurablast to hit him from longer 
distances. Field your Arithmetician, so you can cast spells quickly. 
Equip items like the Jade Armband and Barette to ward against 
status effects caused by Hashmal s Ague attack. 


Grid Item Droi 


142 


An Aurablast from a powerful Monk can do almost as much damage as a spell. 


B1 Elixir 

El 5 Elixir 

El 6 Elixir 

HI Elixir 


one 


Hashmal, like Adrammelech, casts a lot of high-power spells like 
Meteor. He is not quite as slow, but you should be able to move 
your party up to him quickly, surround him, and overwhelm him 
with numbers. If you are able to hit him with Holy two or three 
times it should be enough to put him down for the count. 


i ' Auto- Potion 


Do whatever you can to try and kill Hashmal before he casts his spells, even if 
it means casting one on your allies. 













































Ramza is killed! 
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Gender Level Zodiac Bravery Faith 
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Grid Item Dro 


Ultima 

High Seraph 

N 

56 


70 

70 

■ Random 

Ultima Demon 

N 

30 

Random 

Random 

Random 

I; Random 

Ultima Demon 

N 

33 

Rantom 

Random 

Random 

Random 

Ultima Demon 

N 

36 

Random 

Random 

Random 

Random 

Ultima Demon 

N 

39 

Random 

Random 

Random 


El Elixir 

E2 Elixir 

A16 Elixir 

HI 6 Elixir 


/HESl (g HASEl2); t 

I Ultima Arch Seraph I 


Gender Level Zodiac Bravery Faith 


L ES: 


Cleric 


Alma 


j O fgT I MAlirZO PI A C; 4 — 4 - -L 

and have a tremendous damage advantage against 
I Ultima. With her HP count, you’ll need it. 

j5 u^ESTEDj DEPLOVMENT5*4*^ 

Vt the very least, transform Ramza into a Dual-Wielding 
(night for this battle, so you can use the Ragnarok that you 
list obtained from the previous fight. You can field your other 
f characters however you like. Just make sure that the majority of 
I the characters that you are deploying have some way of doing 250 
b to 400 points of damage per turn to Ultima. It also helps to have 
E Items on every character and a caster who knows Arise. 


Ultima has tremendous HP, offset by attacks that are less vicious 
than you might expect. You need to attack relentlessly, and 
immediately use Arise on anyone who goes down for the count. 
Leave her Ultima Demons alone in Phase 1, since their levels are 
low and they just disappear at the end of the fight. 

Ultima becomes quite a bit more vicious in Phase 2. She is able 
to use an attack called Divine Ultima that Silences casters and 
reduces their MP to 0. The main way to keep her from using this 
attack is to make sure that you keep Alma alive for the duration 
of the battle. If you do, Ultima in both forms chooses to attack 
her over any other target. 

Alma can still cast her Aegis, and if you keep her at high HP 
she will cast it on every character on the field. When there are 
characters protected by Aegis in play, all Ultima’s second form 
is likely to do in combat is use Dispelja on them to remove the 
Aegis. So, with Alma alive to distract Ultima, your units can 
attack freely. It is only a matter of time before Ultima is defeated. 
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Congratulations! You have completed Final Fantasy Tactics. You have a right to be proud of yourself. Some gamers, for lack of skill or pati 
never make it this far. 

What is amazing is that there is even more game left to be played. The focus of this walkthrough was to get you through the main story, 1 
there are plenty of batdes left to be won, characters to be recruited, and treasure to be found. 

Since Final Fantasy Tactics has no New Garnet in the modern tradition, the best way to experience this content is to pick up a save file 

from early in Chapter 4, possibly the beginning, and simply replay the chapter in sequence. You may even want to restart the game from t 
beginning. 

A second play through of Final Fantasy Tactics can be more pleasurable than the first, since you have a better idea of how to level your 
characters. You can use this knowledge to challenge yourself to beat enemies that you may have ignored the first time, and Steal or Tn 
Hunt items you didn’t think you could safely get. 

Regardless of how you choose to approach it, what follows is a list of things you can do after you beat Final Fantasy Tactics for the first time. 
Much of this bonus content is covered elsewhere in this guide, so simply flip to the appropriate page listed in the Table of Contents to get 
more information. 


A; Level Every Character: This walkthrough mostly 
r advised the use of generic characters and job 
classes, but you can have a lot of fun by leveling 
up characters with specific job sets like Orlandeau, 
Mustadio, and Aqrias. 

See the Special Events: These secret battles have 
to be triggered by performing a certain sequence of 
events in a certain ojder. It often involves traveling 
to a certain place at a certain time. Some Special 
Events let you fight extra battles and recruit secret 

characters. 

-------- — ■ 

• 9 

Explore Midlight’s Deep: This bonus dungeon allows 
you to acquire potent extra equipment and fight a 
series of challenging battles. It opens up at Warjilis 
after you finish the sequence of Battles at Mullonde. 

Go Poaching! The Poach ability opens up another 
layer of the game. This ability allows you to obtain 
incredibly rare and powerful items, if you can hunt 
[ ’ 05|5LWPT down the right monster. It is essential if you want to 
get the most out of the post-game battles, and it is 
the best wav to make use of Luso. 

Finish Every Errand: The Errands available at each 
city each offer a new title and some amusing new 
storylines to follow. They are an excellent way to use 
characters that you are not actively leveling up at 
the moment, even if you don’t get anything incredibly 
special for them. 


Improve Your Rendezvous Rank: If you struggled 
through some of the Rendezvous battles listed in the 
guide, you may find that you can increase your score 
dramatically if you go back and try them again. You 
may find that they are significantly more enjoyable, 
or actually more difficult, than they were the first 
time. See if you can get to Rank 5 on everything. 

Finish the Rendezvous Battles: After you have 
cleared the rest of the game’s content and have 
suitably optimized characters, it is time to work on 
completing the last six Rendezvous battles. Some 
are opened through special events, and others are 
opened by clearing the game. Even the one you 
unlock simply by progressing in Chapter 4, The 
Knights Templar, can be exceptionally difficult. These 
battles are the final test of a Final Fantasy Tactics 
player. If you can complete them all with a Rank 5 
evaluation, you can say that you have truly mastered 
the game. 
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: section is devoted to the finer side of Final Fantasy Tactics. There are many overpowered strategies that can be created from its complex 
r of systems. Here you will find a collection of techniques devised to help you swiftly build characters to their maximum potential. The 
p ts presented here require some knowledge of the game to understand, so please refer to the opening section of this guide to gain insight 
; game’s basic functions. 


IXPERIENCE BUILDING METHODS 


*1 


ICTIC 


simple means of building EXP and JP during the earlier chapters 
the game is to repeatedly use the Squire’s Focus ability over and 
again. The best way to do this is to equips Focus to all of your 
ies before entering a battle. Defeat every eij|my on the field 
but one, then Charm that last enemy with the Thief’s Steal Heart 
irility. With the final enemy Charmed, you’re free to use Focus 
:ry turn, which will net you a small amount of EXP and JP for 
ry use. Even though the Charm wears off eventually, the Thief in 
party can repeatedly use Charm to keep the enemy under their 
11. This allows you to continue gaining stats indefinitely. Add JP 
ost or EXP Boost as your support ability to increase the effects of 
this method. 

METHOD #2:=AUTOMATIC GROWTH 



Automatic EXP and JP growth is a process that involves afflicting 
units with the Berserk and Toad ailments to have them act 
automatically in a way that accumulates EXP and JP. By casting 
die Toad status and using the Rend Power skill to keep the 
damage dealt low, the units involved can fight for a long time and 
~ain plenty of EXP and JP before the end of the battle. Careful 
equipment planning is needed to pull it off, but once you have the 
necessary items, you can quickly build up a unit without even having 
to play. 


Preparation 

Make sure you have at least one unit with the ability to inflict the 


Toad, Berserk, and Stone status ailments. It’s recommended that you advanced 

STRATEGIES 

use a combination of Black Magicks and Mystic Arts (or substitute 
both with Arithmeticks). Now, set Arts of War on at least two or 
three other units, which will be used to lower AP and speed ratings 
when needed. Since you need to inflict the above status ailments 
on your allies, remove any armor, shields, and reaction abilities that 
may make it difficult to hit them. Also, be sure to remove any items 
that may defend against status ailments (like the Ribbon). Finally, 
performing this task is much easier on a simple map such as the 
Mandalia Plains. You don’t want to worry about chasing an enemy 
down on an awkward battlefield. 


V' 


How It Works 

1. Defeat every enemy on the map except for one. 

2. Use Rend Power and Rend Speed to lower the enemy’s AT and speed 
stats to 1. If they have any equipment keeping their stats up, break it 
using the Rend abilities. 

3. Turn the enemy into a Toad. 

4. Use Rend Power to reduce the AT of every allied unit you want to level 
up to 1. 

5. Cast the Toad status ailment on all of the units you want to level up. 
This will keep their attack power as low as possible; prolonging the 
time they can fight. 

6. Afflict Berserk on to any friendly units you want to level up, which will 
cause them to automatically attack. EXP and JP are gained for every 
successful hit. 

7. Use Stone on any friendly unit that isn’t there to obtain JP or EXP 
While encased in stone, they will be unable to do anything for the 
remainder of the battle. The last unit not turned into a Toad should 
cast Stone on themselves. 

8. Watch as the Berserker Toads attack the lone enemy for terrible 
damage. With Berserk on, your remaining allies will attack 
automatically without the need for commands. When you get bored 
with watching, get up and make a sandwich, pet your cat, or treat 
yourself to a movie. When you return, the battle will be over, and the 
characters you left fighting have gained a ton of EXP and JR 
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METHOD #3: GAIN EXP BY ATTACKING STRONG ALLIES 


The experience earned for hitting an enemy is calculated through 
several factors. The biggest of these factors is both the level of the 
attacker and the target. The higher the level of the enemy being hit, 
the more experience gained. Conversely, the higher your character’s 
level is when they hit the enemy, the lower the EXP obtained. The 
formula for this equation is: 10 + (Target’s Level - Your Character’s 
Level). For example, if the enemy is level 70, and the character 
hitting them is level 31, the EXP gained would be 49. 

Knowing the math can be used to your advantage. The above 
calculation is doubled with the EXP Boost skill equipped, changing 
the formula to: 10 + (Target’s Level - Your Character’s Level) x 2. 
Because of this giant EXP boost, a level 1 unit that attacks a level 
99 unit will gain a level every turn until they are level 60. A good 
building strategy is to use the Automatic EXP Gain trick to build 
up a level 99 character, then take that character and put them onto 
the battlefield with a lower level character. Your lower level character 
simply needs to hit their level 99 ally to gain a level up. 


Just be sure to take off any reaction abilities that the level 99 
character may have, and also be sure to equip the lower level 
character with speed boosting items (since they won’t be able to ta 
many turns at such a low level). It’s also worth taking a Knight ws 
you to use Rend Speed on the higher level characters on the field, 
give the weaker character a chance to take more turns. 



Once your character reaches level 60, cast Toad on them to lower 
their Physical Attack rating. This allows them to continue attacl 
the level 99 unit without the worry of killing them. If you are the 
lazy type, try the automatic EXP and JP budding trick mentioned 
earlier in this section. 


MANIPULATING STATS TO 
CREATE THE ULTIMATE UNIT 


Stat growth rates are different for every job, which means the statistics for two different units of the same level may not be the same. This 
section introduces a method of raising a super powerful unit by taking advantage of the different stat growth rates. 

PRAISING ANDLOWERINGLEVELS—= WAYS TO RAISE A UNIT’S LEVEL ^^- 


Stat growth rates are affected even when a unit’s level has been 
lowered. In other words, ycu|can lower the level of a job with a poor 
stat growth from 99 to 1, and raise it back to 99 with a job that has 
a high stat growth rate. This process can be repeated indefinitely 
to build a super-powerful unit. Keep in mind that it’s possible for 
your stats to actually go down depending on your choice of jobs, so 
choose them wisely. 



1. Use “Degenerator” traps, which will lower the level of the unit 
caught in the trap. These are found in the Fovoham Windflats, Mount 
Bervenia, Zeklaus Desert, and Midlight’s Deep. 

2. Use a Mindflayer’s “Level Drain” technique (requires Tame to capture one). 

The Degenerator traps, in combination with Teleport, are the fastest 
way to reduce levels. If you fail a Teleport when standing on a panel 
with a Degenerator trap (by moving further than your move range 
allows you to), you will return to the original panel and reactivate 
the trap. You can continue to reactivate the trap by failing Teleport 


every turn, consequently losing 
a level every turn. Try using 

9b 

this method after lowering the 


speed rating of the enemies on 

r 

the field. 

_ & * & 


1. Equip “EXP Boost” and “Accrue EXP” abilities. 

2. Attack a Level 99 unit. 

3. Use the Automatic EXP and JP Growth Tactic. 


Bards and Dancers have dreadfully low stats, so they have the 
best statistics for lowering your levels. When leveling up, it is 
recommended that you use the Mime, which will raise the unit’s 
HP, Physical Attack, and Magick Attack (while lowering MP 
amounts). The Ninja is also a good choice, which will raise every 
statistic except for Magick Attack. If you are focused on raising your 
unit’s MP, make them a Summoner for the best results. 

However, one problem with the Dancer job (in regards to de¬ 
leveling) is their fairly high Physical Attack rating. This makes it 



■tvs mentioned earner in mis 


section, options 1 and 2 combined 
are the best way to level 
characters. Once the character 
reaches level 60, you may opt 
to move on to method 3, since 
building experience from that 
point on becomes a slower process. 

DISTINGUISH BETWEEN LOW AND 
*HIGH‘ 



















lit to get the most out of the stat, if you lower that unit’s level, 
t class. If you are looking to raise the Physical Attack of a 
k, try' lowering their level as a Chemist first. 

rtistic Changes Corresponding With Jobs 

: following chart shows several examples of the prime job 
tinations for de-leveling and leveling a unit for the best stat 
th. The Level Down column shows which job you should 
[ down with, while the right column shows what job to select 
leveling up. The n symbol means raised stats, while O means 
fcirered stats. The more of each symbol, the stronger the effect that 
:■ iob’s growth rate has on that statistic. 
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■[ 

Level Up 

HP 

MP Speed 

Physical AT 

Magick AT 


Mime 

non 

no 

noon 

o 


Ninja 

no 

on on 

non 

- 


Summoner 

n 

nnn 

no 

- 

Ircer 

Mime 

non 

uu 

no 

n 

; ; '' 

Ninja 

no 

nn no 

o 

- 

fircsr 

Summoner 

n 

non 

no 

- 

Enlist 

Mime 

n 

non 

noon 

n 


[EARNING ABILITIES 
ITHOUT JP 

ar to Zodiark and Ultima, 
is possible to learn some 
mon spells by simply 
ing hit by them. The best 
about this is that you 
new abilities without 
ig JP, making it a very 
ive method of raising a 
t. Although none of these 
ilities outside of Ultima and 
iark have very high success 

, all of the skills that can be learned in this manner have high 
? costs. It’s worth spending the time to use your own units to cast 
r.ese spells on characters that need them. Though this cannot be 
ie with Summon spells (since you can’t target your own units 
s-.th them), you can purposely put yourself in the path of an enemy’s 
iummon simply for the sake of learning it. 







Being hit with an ability that is capable of being learned gives 
you a small chance of spontaneously gaining that ability. 

You cannot learn the ability unless your unit is set to a Job that 
can learn it. 

You can not learn an ability if you are hit with it and your status 
does not change. 

You can not learn an ability if you are afflicted with Immobilize, 
Stop, or Death. 

Even if more than one unit is hit with an ability 
at the same time, only one of those units can learn it. 

If you turn on Battle Prompts, you will be able to choose 
whether or not to learn an ability once you have successfully 
been hit with it. 


BMi 

Ability Name 

JP Required For Acquisition 

1 

White Magicks 

Curaja 

800 


White Magicks 

Protectja 

600 

< 

White Magicks 

Shellja 

600 

{ 

Black Magicks 

Firaja 

900 

< 

Black Magicks 

Thundaja 

900 


Black Magicks 

Blizzaja 

900 

4 

1 

Time Magicks 

Hasteja 

600 

A 

Time Magicks 

Slowja 

600 

4 

Summon 

Bahamut 

1600 

1 

- I 

Summon 

Odin 

■ 900 

1 

Summon 

Leviathan 

860 

I 

- 1 

Summon 

Salamander 

■ 860 

1 

Summon 

Lich 

600 


Summon 

Cyclops 

1000 

. 1 

Summon 

Zodiark 

- 


Mettle, Huntcraft 

Ultima 

- 



TIPS FOR LEARNING 
ULTIMA 

The easiest way to learn Ultima is in Chapter 4 at the Limberry 
Casde Gate. Enter the batde with Ramza as a Squire equipped with 
Arithmeticks. Be sure his Move is at least 5, while his speed is 10. 
Celia and Lettie’s speed is 9 here, and the Reaver’s speed changes 
depending on their level. However, at Level 34 their speed is 6, and 
at Level 35 it’s 7, so as long as Ramza has a speed of 10, you should 
be able to make the first move. 

Celia and her allies are highly likely to use Ultima when one of 
your units moves within 5 panels of them. Hold them all in place 
by using Arithmedcks to cast the Immobilize status ailment (use 
the Height - Prime Number calculation). While they are unable 
to move, position Ramza within their 5 panel range. Panel D-7 is 
recommended, since it will leave him within the enemy’s attacking 
distance, while keeping you 
out of the way of your own 
Arithmeticks attacks (the 
Height - Prime Number 
calculation). From here, Ramza 
should have few difficulties 
being hit by Ultima. The only 
thing to worry about is dealing 
with the Reavers in the area. 

Equip your allied units with 
Guns and Arithmeticks to 
handle them without worry. 
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TIPS FOR 

TEACHING ZODIARK 
TO SEVERAL OF 
YOUR ALLIES 

Any unit can learn Zodiark at the bottom of Midlight’s Deep, 
but having multiple units go through this process is very difficult. 
However, there’s an alternate way of learning Zodiark if one of your 
units already has it. If you cast it on an enemy Summoner, so that 
they learn it, they will use Zodiark against you. This enables you to 
move any units that need the spell near the enemy Summoner in the 
hopes that they will cast it on them. 

Though it is rare, Zodiark can also be obtained from an Ability 
Crystal dropped by an enemy. This means that there is a small 
chance that an enemy that you gave Zodiark to will drop the 
ability into their crystal once they are defeated. The chances of this 
happening are extremely low, so don’t count on it. 


Uh 


HOW TO LEARN 
ZODIARK 


Have at least one ally learn Zodiark beforehand. 

Make sure at least one unit can use Rend Magick. It is best i 
you can also equip that unit with Dual Wield to increase the 
ability’s effects. 

Change any units that need Zodiark into Summoners. 

Bring the Chakra ability or Hi-Ethers along to help restore MP 
when needed. 

LEARNING*ZODIARK^^^^ 

1. Go to a map that has Summoners. The Midlight’s Deep “Switchb 
and “Interstice” areas are recommended. 

2. Include units that have the Zodiark and Rend Magick abilities into ) 
attack team, along with any unit that needs to learn Zodiark. 

3. Defeat every enemy on the map except for the Summoners. 

4. Use Rend Magick on your Summoner that already has Zodiark to 
lower their Magick AT. 

5. Use Zodiark on the enemy Summoners until they learn it. 

6. Wait for enemy Summoner to use Zodiark on your allies. 

Replenish the enemy’s MP if it ever falls below 99. 
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Normally computer controlled Ninja tend to use exceedingly w< 
weapons when using their Throw command. However, as your 
party grows in strength, so do the Ninja that appear in random 
battles. Enemy Ninja at Level 90+ start carrying unbelievably rar 
weapons like the Chaos Blade, Excalibur, Chirijiraden, Scorpion 
Tail, and Masamune. It is actually possible to obtain the weapons 
they throw with the Thief’s Sticky Fingers ability, which enables 
any character with the ability equipped to catch weapons thrown 
at them. This ability enables you to increase your collection of ran: 
and powerful weapons in a big way! Sticky Fingers allows access 
to strong throwing weapons for your own Ninja, Chirijiradens fc 
the Samurai technique Taido, and specialized equipment that is 
normally difficult to come by. Knowing this, it is well worth the 
effort to take advantage of a Ninja’s presence on the field and st< 
the items that they throw. 



















l can be found in random batdes in several different areas. 
i r-etter places to find them are at the Interstice in Midlight’s 
i and Araguay Woods. Loads of Ninja tend to make an 

nee in either area. However, you may find it easier to bait a 
c. i into throwing a weapon at you within the Interstice. In this 
. the batdefield is so difficult to traverse that they often resort to 
ng weapons. 


r j - •: 


GHOGOBO RIDING ADVANTAGESM-9-4^ 

1. Riding a Chocobo essentially removes them from the battlefield. Only 
the character riding the Chocobo can be targeted. 

2. A character’s Move and Jump stats are replaced by the Chocobo 
that they mount. The items and abilities they have equipped no longer 
affect either category. Black Chocobos can fly and move 6 panels at a 
time, making them the best bird for riding. 

3. Some status ailments that may be hurting a Chocobo can be cured 
by mounting them. This includes Confuse, Poison, Stop, Sleep, 
Immobilize, Disable, and even Doom. 

4. The character riding the Chocobo becomes Immune to some status 
ailments. These ailments include Confuse, Poison, Stop, Sleep, 
Immobilize, Disable, Doom, Toad, Berserk, Oil, Blind, and Silence. 




Improving Catch USING MONSTERS 


■'he success rate of the Sticky Fingers ability is affected by the 
fear's Bravery rating. The higher their Bravery, the higher the 
lerance of a successful catch. It is possible to raise a character’s 
E-Every by using Ramza’s Shout ability, or the Orator’s Praise. 
-iTiember, only 1 out of every 5 Bravery points increased in 
:.rtle is permanent. 

RARE WEAPONS THROWN BY^90+ NINJA 


Weapon Type Weapons Thrown 


Knife Air Knife, Zwill Straightblade, Sasuke’s Blade 

Ninja Blade Koga Blade, Spellbinder, 

Sword Nagnarok, Materia Blade, Runeblade 

. . „ 0 , Defender, Save the Queen, Excalibur, Ragnarok, Chaos 

•nightsSword B|ade 

Katana Kiku-lchimonji, Chirijiraden, Masimune 

Axes Slasher 

Books Papyrus Codex, Omnilex 

Polearms Dragon Whisker, Obelisk, Javelin (Strong version) 

Poles Whale Whisker, Ivory Pole, Eight-Fluted Pole 


CHOCOBO RIDING 

It is possible to jump on top of any friendly Chocobos on the field 
ind ride them. This is done by moving a character on to the same 
nanel that the Chocobo is occupying. Though not as useful as it 
jould be, riding a Chocobo has several advantages that make them a 
run addition to your team. 


AS PLATFORMS 

Construct 8, Dragons, and Hydras can all be used as platforms. 

In other words, you can hop on top of their heads and use them 
to boost yourself up to a high ledge. For example, each of these 
creatures has a standing height of 3, so if you want to reach up to a 
ledge that has a height of 7, use a character with a Jump rating of 
4 to hop on top of one of these creatures, then use the character’s 
normal jump rating to hop to the top of the ledge. This ability is 
particularly useful in Nelveska Temple. Two pillars reside near the 
bottom of the field, both of which carry rare items that can be found 
with the Treasure Hunter ability. Take Construct 8 or a Dragon 
along with you to easily reach the top of the pillar. 
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There are a handful of Special Events that can be performed to gain new characters and items. These events are completely optional; you c 
have to clear them to progress through the game’s main story. The PSP®edition of Final Fantasy Tactics contains some brand new events i 
found in the original. This section discusses these events and demonstrates how to complete them. It’s well worth the effort to complete t 
scenarios and reap their benefits. 

Special Events occur when two different conditions are fulfilled. The first is that the story must be advanced to a specific point. For instano 
the optional battle with Cletienne at Dorter City has a very limited window of opportunity to engage it, so be careful not to miss it. 

The second condition is met when a specific character is placed in your party. If the character is in your party when the mission begins, and 
they are lost before the end of the mission, you cannot complete the Special Event. Be cautious and never lose characters permanently, so a 
mission can continue without error. Also, be sure to accept all relevant story characters into your party. 




Most of the Special Events in the following section have battles that must be fought. The enemies within these batdes often carry rare iten 
with them. It is highly recommended that you bring a Thief (or better, a Ninja or Monk) along to steal these items. You should also save 
before each battle, since these events only happen once. This is especially important to keep in mind with events that do not seem to have 
item rewards; the enemies in the battle probably have rare items to steal instead. 


THE EVENTS 



DETAILS 


1. Make sure you have 500,000 gil or more. On the 1 st day of the month of Cancer, go to any city (except for Lionel Castle, Zeltennia Castle, The 
Mining Town of Gollund or The Merchant City of Dorter). Keep in mind that the month before Cancer, Gemini, has 32 days in it. Save your game 
at various points in Gemini, so you can back out if the timing doesn’t work out, you can go back and try again. Use this knowledge to time your 
movement to a useful town. Also, remember to save your game when the date nears the 1 st , provided you have reached a good town for triggering 
the event. 

2. Get the Tynar Rouge (and lose 500,000 gil). Note that the Tynar Rouge is very powerful and you definitely want to obtain it. It’s easiest to do this 
when you’re so far into the advanced game that you can no longer spend money on anything useful save Items. Generally, if you have 500,000 gil 
on hand, you have reached that point in your game. 


THE GODLESS THIEF 


• ■'f'. ■ ft r 


WHEN IT OCCURS: 


fter clearing the battle at the Free City of 
rvenia in Chapter 4, and witnessing the 
subsequent cutscene. 


REQUIRED 
CHARACTERS: 



CLEAR REWARDS: 


hier joins your party. 
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DETAILS 

1. Listen to the rumor “Rash of Thefts”. You can hear it after 
clearing Chapter 4-3 at The Magick City of Gariland, The 
Mining Town of Gollund, and The Royal City of Lesalia. 

2. After listening to “Rash of Thefts”, listen to the rumor “A 
Call for Guards” in The Merchant City of Dorter. 

3. Leave The Merchant City of Dorter. 

4. Win the battle fought in the Dorter Slums. 

5. Balthier will join you. 



































THE DORTER SLUMS 




CTORY 


ghmm. 


Ail enemies 




Baithier is 
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• - 


This is an excellent battle for using 
Steal Heart. 


Baithier s Ras Algethi does amazing 
damage for a gun. 


his point in the game, winning these battles should be very simple for you. Instead, you want to focus on building a party that’s 
,ed for looting the enemy. You may want to field a Dancer who knows at least Slow Dance and Polka, a Ninja of each gender that 
; all of the Steal abilities for equipment, and some sort of tough warrior who can dish out damage quickly if needed. A Knight with Dual 
field fits this role well, so you may want to outfit Ramza in this fashion. 


ACTICS 


■Tiis should be the first special event battle you complete. It lets you recruit Baithier at a very high level, when it’s easy to turn him into a 
fcotent Thief, or anything else you might want him to be. When this is done, you can take advantage of his amazing stats in the game’s most 
challenging post-game battles in Midlight’s Deep and the co-operative mode. Baithier also brings some really high-level equipment with him. 

R)efeating these enemies is very straightforward, so it is more important to recount what your optimal stealing technique should be. Your 
toancer needs to use Slow Dance or Forbidden Dance to cripple enemies while your Ninja go to work. Send Ramza in behind them to pick 
E>ff enemies who have been looted. 

[After your Ninja have looted a given enemy as much as you like, have your Knight move in to defeat them. When you’ve stolen everything 
fcou want in a given battle, it is time to have your Dancer start using Forbidden Dance and your Black Mage begin using the nastiest spells 
[ available to wipe the board clean. In this particular battle, try to loot enemies that Baithier attacks first, since they probably aren’t going to 

S List long. 
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iiesF 


Enemy 

1 Job 

Gender 

Level 

! Zodiac 

irMTTTfl 

i Faith 

\ Random 

Archer 

M 

27 

Random 

Random 

Random 

I Random 

Archer 

M 

29 

Random 

Random 

Random 

; Random 

Archer 

M 

31 n - 

Random 

Random 

Random 

[ Random 

Monk 

M 

2a- 4 

Random 

Random 

Random 

l Random 

White Mage 

M 

28 

Random 

Random 

Random 

: Random 

Thief^^ 

M 

30 

Random 

Random 

Random 


HIPPENiTREASURESii 


Grid Normal Dro 


B4 Antidote 

E10 Phoenix Down 

M6 Echo Herbs 

03 Phoenix Down 


Rare Dro 


Leather Armor 
Clothing 
Mythril Knife 
Longsword 


Baithier 


Sky 


Pirate 


































THE CURSE 



CLEAR REWARDS: 


Reis, Construct 8, and Cloud 
■ party 


DETAILS 

1. Move to the Clockwork City of Goug. 

2. Listen to the rumor “The Haunted Mine”. You can listen to this rumor 
in The Mining Town of Gollund at the start of Chapter 4. 

3. Move to the Royal City of Lesalia and choose “How much gil does 
your blade require?” as Ramza’s response when Beowulf asks if 
he can join you. 

4. Beowulf will join you as a guest. 

5. Move to the Mining Town of Gollund. 

6. Win a consecutive series of battles on the Gollund Colliery 
Floor. Colliery Slope, Colliery Ridge, and Coal Shaft. 

7. Beowulf and Reis (Holy Dragon) will join you, and you 
will get the Aquarius Stone. 

11. Move to the Clockwork City of Goug. 

12. Construct 8 will join you. 

13. If necessary, advance the story until you have 
cleared the battle at the Outlying Church in 
Chapter 4. 

14. Listen to the rumor "the Cursed Isle Nelveska”. 

You can listen to it atleltennia Castle. 

15. If necessary, advance the story until you have 
cleared the consecutive battles at Fort Besselat in 
Chapter 4. 

16. Move to the Trade City of Sal Ghidos and buy a 
flower from the Flower Peddler. 

17. Move to the Clockwork City of Goug. 



I 





















LLUND colliery floor 


D EPtOYM ENT«S IIOTS 


2 teams 


QnnSS 




mm 


BATTLE TROPHIES 


Mythril Shield 


EmIES 


# Enem 


Random 

Random 

Random 

Random 

Random 


Chemist 

Chemist 

Chemist 

Chemist 

Chemist 


LIES 


Beowulf 


Templar 


Variable Random 
Variable Random 
Variable- Random 
Variable Random 
Variable Random 


Random Random 
Random Random 
Random Random 
Random Random 
Random Random 


HiPPENiTREASUBESi. 

C9 Gold Needle 

D6 Gold Needle 

J5 Gold Needle 

K10 Gold Needle 


Rare Oro 


Mythril Knife 
Mythril Sword 
Mythril Gun 
Mythril Bow 


Gender Level Zodiac Brave 


Variable 


Shirahadori onto your characters that have it available, 
Auto-Potion onto the ones that do not. Change your Black 
Mage/Arithmetician into a Summoner with Arithmeticks for 
the duration of this batde, so you can cast Golem to give party 

members extra protection. 


Gun-wielding Chemists can rapidly 
reduce a lightly-armored Ninja's HP. 


Some enemies may only be clearly 
seen when rotating the map. 


The battles in Gollund are part of an optional series of sequential battles, so the usual rules for sequential battles apply. You will probably 
want to keep a separate save file before you enter Gollund. What’s interesting about this sequence is that both Beowulf’s levels and the 
'enemy’s levels are scaled to your own, similar to random encounters. This means the later in your game you do this battle, the easier it 
becomes. It also means that the enemies are more likely to use equipment worth stealing for later use in other post-game battles. 


For this particular battle, the Chemists are all likely to be carrying guns. If you equip Shirahadori, you’ll find your characters actually “catch” 
their bullets. This is the best way to prevent being overwhelmed, since Shirahadori activates more consistently than Auto-Potion. Loot any 
\ enemies that have particularly good equipment, then move on. It is important to note that Beowulf can interfere with this if you let him 
I keep his default class and equipment. 
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BA I ILt jIHUHHIES 






Mythril Spear 


ENEMIES 


# | Enemy jjob I Gender I Level Zodiac 


A Random 
B Random 
C Random 
D Random 
c Random 


Chemist 

Thief 

Thief v . 

Behemotti 

King 

Behemoth 


Level 

Zodiac 

Braverv 

Faith 

Variable 

Random 

Random 

Random 

Variable 

Random 

Random 

Random 

Variable 

Random 

Random 

Random 

Variable 

Random 

Random 

Random 

Variable 

Random 

Random 

Random 


U4 uoia Needle 

G3 Gold Needle 

K1 Gold Needle 

K8 Gold Needle 


Mythril Helm 
Mythril Vest 
Mythril Armor 


FAUHIESTi 

EH _ 

| A Beowulf Templar F Variable ^ 45 65 


# lAHv_ | Job | Gender Level j Zodiac Bravery I Faith 


One of the enemies here will definitely be carrying a Glacial Gun, so send your units out with intent 
to steal it. Be sure to put Nu Khai Armbands on your female characters, to prevent the male Thieves 

from using Steal Heart. 


Dispatch the monsters quickly and work on getting the Glacial Gun off of the Chemist. Everything 
else about this battle should be routine. 


Don’t leave the level without this 
Glacial Gun. 
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A Ninja can do amazing physical 
damage to even the toughest of 
monsters. 





































defeated! 


HIPPENiTREASURES:, 


Grid 

Normal Drop 

B11 

Gold Needle 

C6 

Gold Needle 

E9 

Gold Needle 

J5 

Gold Needle 


Rare Dro 


Faith 


Variable 


OLIIUND'COLLIERY RIDGE 


2(mB6 




EMIES 


A 

Random 

Chemist 

M 

Variable 

Random 

Random 

B 

Random 

Chemist 

M 

Variable 

Random 

Random 

C 

Random 

Pig 

M 

Variable 

Random 

Random 

n 

Random 

Blue 

N 

Variable 

Random 

Random 

U 

Random 

Dragon 

Blue 

N 

Variable 

Random 

Random 


Dragon 


LIES 


Random 

Random 

Random 

Random 

Random 


H SPECIAL EVENTS 


Mythril Knife 
Mythril Sword 
Mythril Gun 
Mythril Bow 


Field your usual stealing team, just in case the Chemists have something good, but approach the 
pDragons very cautiously. If at all possible, let your Black Mage/Arithmetician handle them with a 

powerful spell. 

pACTICS 

1 By now you have learned that Dragons are powerful enemies, and two Blue Dragons with levels equal 
| to yours are a threat to be taken seriously. After you are finished with the Chemists, move in to pick off 
the Dragons if your Arithmeticks haven’t already blown them off of the map. Leave the Pig alive for as 
t long as possible, since his attacks trigger Auto-Potion regularly if you have that ability equipped. 



The Chemists will resurrect fallen 
enemies, and Dragoons are dangerous 
even at low HP. 



The Blue Dragons’ most dangerous 
attack is their breath weapon, which 
can strike up to two tiles away. 
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Enemy 

iJob 

Gender 

Level 

Zodiac 

Bravery 

! Faith 

A 

Random 

Plague Horror 

N 

Variable 

Random 

Random 

Random 

B 

Random 

Plague Horror 

N 

Variable 

Random 

Random 

Random 

C 

Random 

Plague Horror 

N 

Variable 

Random 

Random 

Random 

D 

Random 

Ochu * 

N 

Variable 

Random 

Random 

Random 

E 

Random 

Ochu 

N 

Variable 

Random 

Random 

Random 

F 

Syneugh 

Archaeodaemon 

N 

Variable 

Random 

Random 

Random 


□m 

i Job 

Gender 

Level Zodiac 

Bravery 

Faith 

! A Reis 

Holy 

Dragon 

N 

Variable 

31 

32 

; B Beowulf 

Templar 

F 

Variable =o= 

45 

65 
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Reconfigure your party into one that is a bit more aggressive, since there is nothing to steal on this 
map. Keeping Reis alive should not be too difficult, but make sure all of your party members except 
your Black Mage/Arithmetician can use Items if you need to heal her quickly. 

An Archaeodaemon with levels equal to your own is nothing to take lightly. Fight it with the same 
care that you would use to fight any other boss. You may wish to equip your party for handling status 
ailments (or teach your Arithmetician Esuna), since a lot of the enemies you are about to face are very 

fond of inflicting them. 


Reis is a powerful attacker easily a 
to kill the Ochu around her. 



Supported properly, she's also easily 
able to kill the Archaeodaemon. 





































SPECIAL EVENTS 

f 


HIPPENgTREASURESSb 



Faith 

S 

Grid 

Normal Dro[ 

i Rare Dro 


Construct 7 

Automaton 

N 

66 

Random 

50 

0 

B2 

Elixir 

Sasuke’s Blade 

• 

Random 

Cockatrice 

N 

m 

.Q 

cr 

Random 

Random 

Random 

BIO 

Escutcheon 

Escutcheon (Rare) 

« 

Random 

Cockatrice 

N 

Equal 

Equal 1 

Random 

Random 

Random 

D4 

Elixir 

Nagnarok 

• 

Random 

Cockatrice 

N 

Random 

Random 

Random 

F10 

Javelin 

Javelin (Rare) 

> 

Random 

Hydra 

N 

Equal 

Random 

Random 

Random 





Random 

Hydra 

N 

Equal 

Random 

Random 

Random 




f 



$ow this battle is interesting, since you can’t cast magick on Construct 7. With 0 Faith, spells just 
n’t affect him. So, turn your Ninja into Knights with Dual Wield, or give them Arts of War, and 
make sure they know Rend Power and Rend Speed. Try to deploy a character with the highest Jump 
tat possible and the Treasure Hunter ability, so you can find the treasures waiting at BIO and F10. 
iven though you cannot cast spells on Construct 7, you need a unit to take care of the monsters on the 
Eeld and start buffing your Knights. 

55 ^ 


Construct 7 cannot be defeated by magick, so you have to beat him the old-fashioned way: by cutting 
bim up with swords. Using Arts of War, you can use the Rend Power ability on him until his attacks 
pose little threat, then start chipping away. Or, you can just swarm him with Knights and try to take 
him out in one or two moves. Note that Construct 7 “Reraises” himself once with just 1 HP, and has 
an attack called Pulverize that saps his own HP as a trade-off for its tremendous damage. 

While lere is nothing to steal here, the treasure is extremely interesting. Not only is it largely rare 
ems, but at BIO and F10, after you defeat the Hydras, you can find an Escutcheon and Javelin with 
jizarrely high stats. You won’t know whether you received the normal or rare versions until after the 
ittie, when you can check their item stats. These items arc enough of a curiosity that you want to pick 
-them up, aside from their obvious usefulness. 



Kill the Cockatrice quickly ; or you may 
find your fighters turned to Stone. 



Even at 1 HP, Construct 7 is an 
overwhelmingly powerful foe. 


r 
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TRADE CITY OF SAL GHIDOS 




iii m , 


ENEMIES 


HIDDEN TREASURES: 


Grid Normal Dro 


Rare Dro 


# 

Enemy 

Job 

Gender 

Level 

Zodiac 

Bravery 

1 Faith 

A 

Random 

Squire 

M 

48 

Random 

Random 

Random 

B 

Random 

Squire 

M 

47 

Random 

Random 

Random 

C 

Random 

Monk 

M 

45 

Random 

Random 

Random 

|D 

Random 

Thief 4 

M 

47 

Random 

Random 

Random 

E 

Random 

Thief 

M 

47 

Random 

Random 

Random 

F 

Random 

Thief 

M 

33 

Random 

Random 

Random 


A6 Remedy 

A7 Holy Water 

A14 Gold Needle 

J4 Phoenix Down 


Magick Ring 
Guardian Bracef 
Reflect Ring 
Angel Ring 




□ 

EE 

Job 1 Gender 

Level 1 Zodiac Brave Faith 

A 

Cloud Soldier M 

1 ** 70 65 


^ 5^ESTEDj PEPLOYMEWT;=^4=4^M^M^^M^ 

You can really field any unit that you have been using regularly into this melee. The enemies aren’t 
terribly strong and don’t really have anything worth stealing, so all you need to be able to do is destroy 

them quickly. 

■CTACTi<Ss;t4= 


fThis battle is something of a “gimme”, but getting this far in this sequence of events means that you 
have earned it. Although protecting Cloud when he’s at level 1 may sound daunting, the enemies 
generally don’t try to attack him. The only way Cloud may take damage is if you get sloppy with 
Arithmeticks, or he tries to attack an enemy that happens to have one of the reaction abilities that 
^counter-attacks. As long as you can quickly reach and begin damaging the enemies, you should do 
just fine. 


Note that this battle only happens f ] 
you remember to buy a flower from I 
Aerith. 


Cloud isn’t capable of doing much 
damage until you find his sword, 
buried at Mount Bervenia. 

















































SPECIAL EVENTS 


# 

Enemy 

| Job 

Gender 

Level 

Zodiac 

Brave 

1 Faith 

1 A 

Cletienne 

Sorceror 

M 

40 

12 

51 

81 

B 

Random 

Black Mage 

F 

38 

Random 

Random 

Random 

L C 

Random 

Time Mage 

F 

35 

Random 

Random 

Random 

D 

Random 

Time Mage 

F 

38 

Random 

Random 

Random 

E 

Random 

Summoner 

F 

36 

Random 

Random 

Random 

F 

Random 

Summoner 

F 

37 

Random 

Random 

Random 


HIDDEN [ TREA SURES : 

MHPVbHM 


Grid Normal Drop Rare Dro 


A10 Potion 

C5 Hi-Potion 

II Echo Herbs 

17 Ether 


Ice Bow 
Shuriken 
Barbut 

Round Shield 





A Meliadoul - 


Job Gender Level Zodiac Bravery Faith 




Female © is the best possible Thief for this map, and you absolutely have some stealing to do here. Cletiennc carries the Dragon Rod, an 
- item that is otherwise very difficult to obtain. Getting it from him should be your goal in this battle. 

You want your female Ninja ready to head out and steal, preferably with Ignore Elevation equipped. You may also want to use a Black 
Mage/Arithmetician on the field to act as a support caster. Equip your characters with Reflect Rings to neutralize the enemy Black Mage 
and any direct damage that Cletienne might inflict short of using Unholy Darkness. Field a few melee fighters to pick off the Summoners, 
and field Meliadoul in a heavy-armor class, like a Knight, but don’t let her have her Unyielding Blade abilities. 

Lure Cletienne down to the street, or an accessible part of the roof, before you go in to steal. Have your Arithmetician cast Slow on 
Cletienne as soon as possible, while your other units pick off the Summoners. Once you’ve gotten the Dragon Rod, go in for the kill on 

Cletienne. 




i 

% 


f 

f 
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REQUIRED 

CHARACTERS 


CLEAR REWARDS: 

DETAILS 

I.Move to Zeltennia Castle 


A VOICE FROM THE PAST 


WHEN IT OCCURS: 

. . . - • 


REQUIRED 

CHARACTERS: 


CLEAR REWARDS: 


DETAILS 

1. Listen to the rumor “Lionel’s New Liege Lord”. You can listen to it 
after clearing the battle at the Free City of Bervenia in Chapter 4, in 
the Magick City of Gariland, the Merchant City of Dorter Clockwork 
City of Goug, the Mining Town of Gollund, the Free City of Bervenia, 
and Limberry Castle. 

2. Clear the Special Events “The Curse” and “Reunion With Ovelia”. 

3. Move to Lionel Castle. 

\ - 

4. Reis will leave your pa;Jy. 

5. Win the battle at Lionel Castle Gate. 

6. Win the battle at Lionel Castle. 

7. Reis will join you. 
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EMIES 


Enemy 

Job 

Gender 

Level 

Zodiac 

1 Bravery 

Faith 

Aliste 

Templar 

M 

48 

m 

80 

35 

Random 

Archer 

M 

42* 

Random 

Random 

Random 

Random 

Archer 

M 


Random 

Random 

Random 

Random 

Time Mage 

F 

45 

Random 

Random 

Random 

Random 

Ninja 

M 

43 

Random 

Random 

Random 

Random 

Ninja 

memm 

M 

44 

Random 

Random 

Random 


ALLIES 


HIDDENiTREASURES: 


Grid 

Normal Droi 

B8 

Potion 

C3 

Ether 

Cl 4 

Hi-potion 

D8 

Echo Herbs 


SPECIAL EVENTS 

f I 


Rare Dro 


Golden Armor 
Wizard’s Robe 
Wizard Clothing 
Rubber Shoes 


ETURNTO LIONEL CASTLE GATE 


Ramza is killed 


BATTlE TROPHIES 


Genji Armor 


- Beowulf 


Job Gender Level Zodiac Bravery Faith 


M 



* 




This opening salvo should weaken 
Aliste and take out his Archers 
completely. 



rOBTiMA& ZOPtACi 

Female has the damage advantage over Aliste, and sadly that is 
•all, because his incredible array of equipment (including a full set 
of Genji gear and a Ribbon) is protected by Safeguard. 

[sBS^estepj 

i While not as bad as the fight against Construct 7, Aliste is still an enemy that is very difficult to damage with magick. To offset this, send 
in some heavy-damage, heavily armored units like Knights to make sure you have plenty of damage output that you can rely on. You still 
want your Black Mage/Arithmetician on the field, since you can do Arithmeticks by Height multipliers to a devastating effect in this 

particular battle. 


Aliste's Templar abilities can inflict 
some very inconvenient status 
ailments if you let the battle drag on 
too long. 






Your first salvo should be a potent spell like Holy or Flare increased with Arithmeticks to Height 5. This should take out a heavy chunk of 
Aliste s HP and the two Archers right off the bat. Hold your ground in front of the gate and fight off Aliste s Ninja while you wait for him 
to use his Master Teleportation to enter the fray (usually his first action). Once this happens, swarm him with your Knights and magick 
spells. Note that Aliste “reraises” once at 1 HP, just like Construct 7. 
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RETURN* TO LIONEL CASTLE ORATORY 



nr 

Enemy 

iJob 

Gender 

Level 

Zodiac 

Bravery 

Faith 

A 

Bremondt 

Celebrant 

M 

51 

n 

10 

80 

B 

Random 

Mystic 

F 

45 

Random 

Random 

Random 

C 

Random 

Mystic 

F 

46 

Random 

Random 

Random 

D 

Random 

Samurai 

F 

47 

Random 

Random 

Random 

E 

Random 

Samurai 

N * F 

48 

Random 

Random 

Random 

F 

Random 

Ninja 

* F 

48 

Random 

Random 

Random 

G 

Random 

Ninja 

F 

49 

Random 

Random 

Random 


mPPENiTBEASURESii 


Grid Normal Drop Rare Dro 


D2 Hi-Potion 
D4 Potion 

E2 Remedy 

E4 Ether 


Protect Ring 
Protect Ring 
Osafune 
Mage's Cloak 


|ENEMIES^(j HASEi2)ji 

I a Bremondt Dark Dragon 


Gender j_ Level [ Zodiac Bravery Faith 


?? 


?? 


?? 


ALLIES:, 

□EH 

A Beowulf 


Job Gender Level Zodiac Bravery Faitt 


' >You might think to use a female here, but no, you don’t really want to bother stealing from Bremondt. Your real candidates for theft are his two Mystics I 
v^vho are carrying some amazing, rare items (including a second Chantage). So instead, field some male Thief units who will be good at taking Accessories J 

and Helms. 

If you are going to steal, you need to make sure that you field Ninja as your thieves. Once the enemy equipment is snatched from the Mystics, they can 
quickly take out the other enemies, and they can also hold their own in Phase 2 of the battle. You may also want to consider using some long-range fighter: j 
like Archers or Orators, since the cramped map area works against melee-oriented classes in Phase 2. Failing that, make sure your Ninja have strong 
weapons available to Throw. A Black Mage with Arithmeticks is a must for precise placement of high damage spells. 

Defeat the enemy Ninja and Samurai as quickly as possible. With that accomplished, you can start using Steal on the Mystics, if you decide to do so. Wher. 
that is accomplished, wipe them out and focus on beating down Bremondt. 

The Phase 2 battle against the Dark Dragon is quite a bit more difficult. Bremondt is still cowardly and tries to back into the constricted spaces in A5 and 
H5. This makes it difficult to move melee attack units into range with him. This is complicated by the fact that his Faith rating must be extraordinarily low, 
since even potent spells like Flare and Holy only do about 50 points of damage to him. 

If Bremondt does go into hiding, your best bet is to have someone keep piling on the melee damage in front of him while two adjacent units use Items to 
keep that attacker healthy. If you have Ninja, start using Throw to use everything you can to cause damage. You can also use your Arithmetician as a support 
caster to great effect in this fight by casting spells like Haste and using potent healing spells like Arise. 




































DETAILS 

1. Listen to the rumor “Disorder in the Order”. You can listen to this 
rumor in the Magick City of Gariland after clearing the consecutive 
battles at Mullonde In Chapter 4 and the special event “Reunion 
with Ovelia”. 


TER THE STORM 


IT OCCURS 


IRED 

ACTERS: 


REWARDS 


Tr> 


EiTiURN 


2. Move to the Brigands’ Den. 

3. Win the battle at the Brigands’ Den. 


TO BRIGANDS 9 DEN 


DEPLOYMEIMTJSirOT< 




’«$ $ SPECIAL EVENTS 


Gender Level Zodiac Braver] 


Grid Normal Droi 


Rare uro 


Faith 


# All] 


Send out a team that is optimized for stealing. The enemies here tend to generate with powerful equipment that is useful in Midlight’s 
Deep and at the end of the game. Just be sure to use Forbidden Dance instead of Slow Dance, since you can’t field both your Dancer and 
your Black Mage/Arithmetician. 

[•The enemies here are high-level enough to be fairly dangerous until you take their weapons. Prioritize the Ninja, who carries a Sasukes 
I Blade, and the Monk, who may know Doom Fist. Beyond that, your Dancer’s status ailments from Forbidden Dance should begin 
crippling the enemy early into the fight. Note that Agrias may kill off enemies that you want to steal from if you let her deploy in any 
strong class with decent equipment. It may be best to deploy her with no equipment and as a weak job to try and cut down on her 

interference. 
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HIDPENiTREASURESs. 


- Random 
: Random 
; Random 
: Random 
i Random 
: Random 


Squire 

Squire 

Knight 

Knight 

Monk 

Ninja 


LIES: 


41 

Random 

Random 

Random 

44 

Random 

Random 

Random 

42 

Random 

Random 

Random 

43 

Random 

Random 

Random 

40 

Random 

Random 

Random 

49 

Random 

Random 

Random 


B2 Antidote 

C2 Eye Drops 

F3 Echo Herbs 

J12 Phoenix Down 


Flame Rod 
Ice Rod 
White Staff 
Longbow 
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INIolfHE DEPTHS 


Near the end of Chapter 4, after completing the battle at the Mullonde Cathedral Sanctuary, proceed toward the Port City of Waijilis to 
initiate an automated cut scene. This scene opens up Midlight’s Deep, a precarious romp through shadowy battlefields that are inhabited t 
powerful enemies. There are 10 floors to complete. Each floor only reveals itself after finding a special exit on the previous floor. The exit i 
hidden amongst five scattered panels, randomly changing its position every time you enter that batdefield. These exits arc normally diffie 
to find, due to the lack of light, but each of these 5 points have been labeled on the maps in this section (marked with an orange arrow), 
ultimate goal of this dungeon is to reach the bottom and win the battle against Elidibus, the Zodiark-wielding monster. 


Although Midlight’s Deejl does not need to be completed to finish 
the game, within its belly are many items, abilities, and monsters 
that cannot be obtained anywhere else. The most notable bonus is 
the ability to learn the Summon ability Zodiark, which can only be 
learned by having Midlight’s Deep’s final enemy (Elidibus) cast it 
on one of your Summoners. There is also the hidden character, a 
Byblos, who can be obtained by keeping him alive during the final 
battle. If that wasn’t enough, this quest is home to several unique 
and powerful items that cannot be procured in any other way. If 
you are a fan of completion, it is well worth the effort to explore 
Midlight’s Deep. 


1. The next floor down opens after finding the hidden exit. You are 
returned to the world map afterward. You may then select the new 
floor from the Midlight’s Deep floor menu. 

2. You are returned to the world map if all of the enemies are cleared 
before reaching an exit. However, the next floor will not be opened. 

3. Crystals left behind by defeated units are the only way to light up tfe 
battlefield. The area is fully lit when four crystals are on the field. 

4. The enemy parties present on each floor are randomly selected. Tt« 
only exception is the final floor, which consists of a special enemy 
force. However, the final floor starts producing random enemies afrar 
the defeat of Elidibus. Refer to the enemy tables within each floor’s 
section for more details. 
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-BATTLE PREPARATIONS^ 

liKiwulf and Black Mages 




ght’s Deep is occupied 
ne of the most feared 
lies in the game. They 
'ten unique, randomly 
ated, and usually 10 
? higher than your own 

:ters. You can’t simply kill them outright either; at least 
i enemy needs to be alive in order to find the exit to the next 
. Because of this, it is important to bring units along that can 
: status ailments to cripple your adversaries without killing 
n. Beowulf is your best choice for this job, since his Chicken, 

, and Disable abilities do exactly this. Black Mages using 
hmeticks can also be used for this same purpose, through the 
ng of Toad and various Mystic spells that cause status effects, 
ng the Arithmeticks ability also enables Black Mages to 
“ the majority of the enemies on the batdefield if the situation 
omes dangerous. This is an especially important back up plan if 
ne of your allies begin falling in battle. 

"eleport 

Equip Teleport to your units. 

A majority of the areas in 
Midlight’s Deep have myriad 
hills and cliffs that make it 
difficult to move around. 
Additionally, since the 
I Teleport’s movement range is technically the entire arena (though 
I its not remotely probable to move that far), impossible to use its 
I p iwing selection grid to look at the layout of die map without the 
I *eed for crystals. 

Rare Items 

■Midlight’s Deep is home to several panels that contain hidden 
bems. These items are obtained by stepping on a specific panel 
prith the Treasure Hunter ability equipped. However, two items are 
rresent on these panels, a Phoenix Down and one ultra-rare item. 
The rate at which the rare item appears is dictated by the Bravery 
'iring of the character stepping on the panel. The lower the Bravery 
Tiring, the higher the chance of success. The formula for this 
:alculation is: 100 — Bravery = Success Percentage. 

The majority of the rare items in Midlight’s Deep make up some of 
the strongest weapons and equipment obtainable. It is well worth 
die effort to make an attempt to procure them. Since a low Bravery 
statistic is the answer to obtaining these items, trying equipping 
Treasure Hunter to Rapha, who starts with a low Bravery rating. 

You can also use Beowulf’s Chicken, the Orator’s Intimidate, or 
the Mystic’s Trepidation to lower a unit’s Bravery stat. Since the 
probability of getting the item you want is decided by chance, you 
may want to leave each floor of Midlight’s Deep after you obtain the 
desired item, then save your game before heading to the next. This 
-.vay, you can reload your save file if you ever pick up an item you do 
not want. 


Finally, several of the panels that hold items contain traps. There are 
four types of traps; Hypnogas (causes Sleep), Sten Needles (which 
inflicts HP damage), Degenerator (lowers your unit’s level by 1), 
and the Death Trap (inflicts Doom on the unit). Hypnogas and the 
Death Trap can be avoided by equipping items that make your unit 
immune to Sleep and Doom. Sten Needle damage can be absorbed 
by using Mana Shield. The only trap that can not be avoided is the 
Degenerator, which permanently lowers your character’s level. 
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Poaching Opportunities 

It is also recommended that you bring along Luso, or another 
character with the Poach ability equipped, for a few of the areas 
within Midlight’s Deep. Several rare monsters appear here that 
cannot be found anywhere else. When Poached, these creatures 
fetch exceedingly rare items. Luso has an innate Poach ability, so 
equip him with Dual Wield, or other skills to increase his capability 
to inflict damage on monsters. Refer to the following Poach table 
for more information on the floors that have rare monsters. 



I 


MIDLIGHTS 

DEEP 


X 


I Monster 

Common Item 

Rare Item 

Area 

Greater Malboro 

Elixir 

Omnilex 

The Switchback 

Elder Treant 

Protect Ring 

Defender 

The Oubliette 

Dark Behemoth 

Wizard’s Rod 

Stoneshooter 

The Switchback 

The Switchback 

Greater Hydra 

Blood Sword 

Scorpion Tail 

and Nelveska 
Temple 

Hydra 

Septieme 

Rubber Suit 

The Switchback 

Tiamat 

Wyrmweave Silk 

Whale Whisker 

Terminus 

Pig 

Maiden’s Kiss 

Cachusha 

Terminus 

Swine 

Chantage 

Nagnarock 

Terminus 

Wild Boar 

Ribbon 

Fallingstar Bag 

(Breeding Only) 


v 


F 
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HIDDENjTREASURES: 


Rare Dro 


Normal Dro 


Glacial Gun 
Elixir 

Blaze Gun 
Kiyomori 


Hypnogas 
Sten Needle 
Death Trap 
Death Trap 


Phoenix Down 
Phoenix Down 
Phoenix Down 
Phoenix Down 


E£REVASSE 


■EPLQYM ENTJSirOTS 


^TACTICS :r 

Your goal on this floor is to obtain the panel items hidden here, I 
then find the exit to the next floor. Clear most of the enemies on 
the held out with your strongest units, then move to the hidden 
item panels with the unit that has the ircasure Hunter ability. 
Where enemies are concerned, there is a part}' that randomly 
appears that consists entirely of Goblins. They are extremely 
weak to ice-based abilities and spells. Try clearing the field with 
Blizzaga, or Agrias equipped with an Icebrand (use Hallowed 
.\Bolt, which retains the Ice Brand’s ice property). 


THE CREVASSE 


2 Chemist, Monk, Wisenkin, Black Goblin 

3 Goblin s “ 

Squire, Knight, Artier, Black Mage. Time Mage, 

4 Summoner, Thief, Wisenkin, Gobbledygook, 
Piscodaemon, Exploder, Red Panther 


8 

7—9 


Remember to equip Treasure Hunter to at least one party member 
with a low Bravery stat. The rest of your members should be 
readied with Teleport to make it easier to navigate the darkness 
of the dungeon. Agrias, Orlandeau and Black Mages are the most 

effective units for this floor. 


THE STAIR 






































QTtfID 


Enemy Amount 


HfPPENjTREASURES;, 



Rare Drop 

Traps 

A5 

Phoenix Down 

Elixir 

Sten Needle 

B1 

Phoenix Down 

Save the Queen 

Hypnogas 

H7 

Phoenix Down 

Blood Sword 

Death Trap 

K3 

Phoenix Down 

Elixir 

Degenerator 


4 


MID LIGHT'S 
DEEP 


feTAC r T»CS:> M^f 

There is another party formation here that consists of Goblins, 
so use ice elemental spells against them (the Glacial Gun that 
: you obtained in the last stage also works well). Also, take note of 
. die undead party that appears here, which is quite formidable. 

Mustadio and Balthier s Seal Evil skill is extremely useful against 
t- them. Remember that you can also use a Phoenix Down on any 
jg of them to quickly destroy them. 


Archer, Skeleton, Bonesnatch, Floating Eye, 
Ahriman 

Archer. Monk, Black Mage, Time Mag£, Ninja, 

Ghoul, Ghast, Skeleton, Bonesnatch. Aftriman 

Goblin, Black Goblin 

Knight, Archer, Summoner, Dragon, Blue 

Dragon 


8 

8 

1—11 

4 


fUse Mustadio and Balthier here. Their quick speed and high 
movement makes it easy for them to get around. They also have 
the Seal Evil skill, which makes quick work of the undead creatures 
E that are present in one of the enemy patterns on this floor. 
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lENEMYi 


Grid Normal Droi 


Enemy Amount 


Rare Drop Traps 


Elixir Sten Needle 

Yoichi Bow Hypnogas 

Zeus Mace Death Trap 

Elixir Death Trap 


Black Mages with Arithmeticks are extremely effective on this 
stage. You may also want to bring Ninja equipped with Teleport 
along for the ride. You may also opt to bring Orlandeau along, 

just to be safe. 


fc TACTICSir 

This area has several spots that require you to jump over gaps 
between plateaus. Use the Teleport ability to make it easier to 
move across these gaps, while also giving you a way to view the 
'layout of the area. Crystals dropped by defeated enemies are also 
important to help you navigate the terrain. Use Arithmeticks with 
your Black Mage to quickly kill off a few of the enemies roaming 
around. Use Toad on any of the surviving enemies to keep them 
out of your way while you search for the exit. 
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B333B5SEI3!! 

Black Mage, Squidraken, Mindflayer, Bomb, 
Grenade, Red Panther, Coeurl 
Knight, Archer, Wisenkin, Minotaur, Behemoth. 
Behemoth King * 

Archer, Black Mage, Thief, Jura Aevis, 
Steelhawk, Cockatrice, Piscodaemon, 
Squidraken 

Squire, Archer, Black Mage, Orator, Mystic, 
Geomancer, Dragoon, Elder Treant, Skeletal 
Fiend. Squidraken, Red Panther 


HIDPENiTREASURESii 


THE CATACOMBS 


1^11 


Phoenix Down 
Phoenix Down 
Phoenix Down 
Phoenix Down 


































HlPPENiTREASURESii 


Grid 

Normal Drop 

Rare Drop 

E9 

Phoenix Down 

Rod of Faith 

F10 

Phoenix Down 

Faerie Harp 

F11 

Phoenix Down 

Kaiser Shield 

M3 

Phoenix Down 

Elixir 


Sten Needle 
Death Trap 
Hypnogas 
Death Trap 




Archer, 

Steelhawk, Cockatrice 

Archer. Summoner, Jura Aevis, Steelhawk') 

Malboro, Ochu : * 

Malboro, Greater Malboro 

Archer, Monk, Summoner, Minotaur, Sekhret, 

Gobbledygook, Steelhawk, Mindflayer, Greater 

Hydra. Floating Eye 


1-11 

4 


SUGGESTED] 

Include Beowulf and Black Mages into your part}' mix. Make sure 
that your Black Mages have the Toad spell. A Ninja equipped 
with the Treasure Hunter ability is also helpful for finding items 

quickly. 


The enemy contingent, whichever party it ends up being, is 
blocking your path to both the majority of the exits and the 
; hidden items on this stage. To get past them easily, use the Black 
Mage’s Toad to change them into something less harmful. You 
can also use Beowulf’s Chicken for the same effect. This enables 
you to walk past them without killing them, which would end the 
stage prematurely before you could find the exit. 


MIDLIGHTS 

Pdeep 
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ENEMYj PARTY! LIST: 


Enemy Amount 


THE OUBLIETTE 


THE PALINGS 


Knight, Monk, Time Mage, Summoner, Dryad, 
Treant, Elder Treant, Ahriman, Red Panther 
White Mage, Black Mage, Dryad, Treant, Elder 
Treant, Gobbledygook 
Dryad, Treant, Elder Treant 
Squire, Chemist, Knight, Archer, White Mage, 
Black Mage, Time Mage, Summoner, Thief, 
Orator, Mystic 


2—11 


OUBLIETTE 


. Include Black Mages equipped with Arithmeticks in your party. 

; Also equip at least one melee character with Ignore Height. 

■ Ramza (Ninja or Dark Knight), Agrias, or Orlandaeu are all good 

choices. 


TACTICS:*^ 


— 


The exits here are at the bottom floor, below the plateau you 
start on. You can walk around to the bottom floor using the path 
that wraps around, but Ignore Height enables you to simply 
jump down the giant cliff to the bottom floor. Also, Black Mages 
equipped with Arithmeticks can Disable the enemies below by 
using Hesitation. Once the enemies are unable to act, you are free 
to look for the exit without worry of attack. 


170 ; 


HIDDEN TREASURES: 


Grid 

Normal Drop 

Rare Droi 

A1 

Phoenix Down 

Iga Blade 

A12 

Phoenix Down 

Elixir 

C4 

Phoenix Down 

Excalibur 

G1 

Phoenix Down 

Elixir 


Hypnogas 
Sten Needle 
Death Trap 
Death Trap 


I r i vi'" 


Hesitation 

Repose 


°.?SiagletM 

Block Mage 


6c 


Brawn 


r*itl 


Found 


■- ill y 


Mssage 
































Rare Dro 


Cursed Ring 
Ninja Gear 
Elixir 
Blaster 


Grid Normal Droi 


Enemy Amount 


Minotaur, Sekhret, 

Goblin, Black Goblin 

Archer, Black Mage, Piscodaemon, Squibraken, 
Mindflayer, Floating Eye, Ahriman, Placfife 
Horror, Dark Behemoth 
Behemoth, Behemoth King, Red Panther, 
Coeurl, Vampire Cat 

Knight, Samurai, Chocobo, Black Chocobo, 
Dragon, Plague Horror, Behemoth, Dark 
Behemoth, Exploder, Red Panther 


8 

8 

4 


Any Monks or Black Mages work well here. Agrias and 
Orlandaeu should also be added to your party for balance. Equip 
them with Teleport to aid their mobility. 

This area has long flat floors with few elevation changes. This 
makes attacks like the Monk’s Shockwave and Agrias’ Divine 
Ruination extremely effective, due to their long and linear 
targeting areas. You can equip Teleport to move through the walls 
in this area. This tactic offers a quick way to approach the enemy. 
Black Mages can be a blast here, largely because of the walls that 
separate certain parts of the stage. They can be used to target 
enemies on the opposite side of any of these walls with spells. 


HIDPENiTREASURESii 


Hypnogas 
Sten Needle 


Phoenix Down 
Phoenix Down 
Phoenix Down 
Phoenix Down 


Death Trap 
Death Trap 


PALINGS 


# 

is 



MIDLIGHTS 

DEEP 




f 

f 
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THE CROSSING** 


the switchback :- * 


Monk, Black Mage, Thief, Wisenkin, Sekhret, 
Minotaur 

Archer, Mystic, Skeleton, Bonesnatch, Skeletal 
Fiend, Behemoth, Betemoth King 
Ghast, Revenant, Skeleton, Bonesnatch 
Archer, White Mage, Summoner, Dragoon. 
Wisenkin. Dragon, Piscodaemon. Mindflayer, 
Greater Hydra 


1—11 

4 


HIDDENtTREASURES:, 


Grid Normal Drop Rare Dro 


E5 Phoenix Down 

K5 Phoenix Down 

M5 Phoenix Down 

05 Phoenix Down 


Elixir Sten Needle 

Staff of the Magi Hypnogas 

Koga Blade Death Trap 

Elixir Death Trap 


lOh 


ISUGGESTEDi DEPLOYMENT: 

Black Mages should be taken with you to handle some of the 
random enemy parties that show up here. You also want to take 
Orlandeau or Agrias along, so you can use their Hollowed Bolt 
skill to hit groups of enemies standing next to each other. Equip 
any and all party' members with Teleport, or Ignore Elevation, to 
compensate for this area’s awkward terrain. 

All of the better rare items here are stuck on top of a plateau 
near your starting point. You can reach them early on if you 
start the batde with Ignore Elevation equipped. The exits here 
are separated in a big way, making it very difficult to reach them 
without running into a fight. Black Mages are needed here to 
cast status ailments on enemies. It is essential that you quickly 
eliminate your enemy’s ability' to fight without defeating all of 
them. This enables you to search for the area’s exit without the 
worry’ of an enemy attack. Lastly, two of the enemy party' types 
That appear here have undead enemies in them. If any show up, 
use Holy or Phoenix Downs to make quick work of them. 
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SWITCHBACK 


Defeat all enemies 


ENEMY 


par™ 


LIST 


Pattern Enemy Types in Party 


Dragon, Blue Dragon, Red Dragon, Greater 
Hydra, Hydra, Behemoth. Behemoth King, Dark 
Behemoth, Malboro, Greater Malboro, Ochu 
Summoner, Treant, Dryad, Elder Treant, Bomb, 
Grenade, Exploder, Red Panther, Coeurl 
Archer 

Black Mage, Summoner, Arithmetician 


Enemy Amount 


5—11 

4 


_ ^DEPLOYMENT:- 

Arithmeticks is extremely important on this map. Equip Black or 
•White Mages with it, so they can quickly dispatch the enemies 
here. Make sure they have Holy available for use, which is 
extremely effective against the foes on this floor. 


HIDPENiTREASURES;, 


Normal Drop Rare Dro 


C4 Phoenix Down Elixir 

D6 Phoenix Down Ragnarok 

G7 Phoenix Down Lordly Robe 

18 Phoenix Down Perseus Bow 


Sten Needle 
Hypnogas 
Death Trap 
Death Trap 


MTACHMCSij 

One of the enemy parties that appear on this map is extremely 
powerful. It is comprised of every type of Dragon, Hydra, and 
Behemoth in the game. As a result, you should bring along several 
ol your strongest units as a cautionary measure. Black or White 
Mages with the Arithmeticks ability can really shine here. Select 
Height, then 3 as your calculation to hit several of the enemies on 
the bottom floor. If you are using Holy as your spell of choice, you 
can defeat most adversaries with a single spell. 

There is another enemy part}' here that occasionally appears. It 
^consists of Summoners, Black Mages, and Arithmeticians. This 
party creates a chance to learn expensive job abilities through the 
Crystals that are left behind after their defeat. Use this battle as 
a means of obtaining new skills without having to spend JP on 
expensive abilities. 


DFFP 


MIDUCHTS 




leidisf 










































Sten Needle 
Hypnogas 
Death Trap 
Death Trap 


HIPPENiTREASUBESs^ 


Grid Normal Drop Rare Dro| 


B7 Phoenix Down Elixir 

CIO Phoenix Down Maximil I ian 

15 Phoenix Down Venetian Shield 

16 Phoenix Down Grand Helm 


Enemy Amount 


THE INTERSTICE c 


PEP LO Y M E NTi 

Include units that have the Sticky Fingers ability in your party for 
this floor. One of the enemy party types that make an appearance 
here includes several Ninja. If the Ninja are ever at level 90 or above, 
they are more than willing to throw rare items at you. The Catch 
ability also acts as a defense mechanism against this party’s main 
ranged attack. See the Ninja Item Catching section (Advanced 
Strategies) of this guide for more details about this ability. 


J 

TERMINUS?® 


Samurai, Ninja 

Dragoon, Cockatrice Dragon, Blue Dragon, Red 
Dragon 

Knight, Archer, Black Mage, Chocobo, Black 
Chocobo, Red Chocobo 
Time Mage, Summoner, Mystic, Sekhret, Red 
Panther, Greater Hydra, Behemoth 


8 

8 

6—11 

4 
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; Since your party starts on such a high platform, your units need 
to be equipped with Teleport, or a Jump rating of 6, to drop 
to the floor below. The same goes for the enemy units below. 

The enemies can’t reach you with anything, except for spells 
and thrown weapons (if they are Ninja). Instead of dropping 
immediately, follow the elevated path that wraps around the right 
edge of the map. Use spells like Beowulf’s Chicken to keep the 
enemies at the bottom floor busy, while you jump across the pillars 
in the middle of the stage. Move around and check all of the exits 
in a circular pattern. You can drop off of the cliff from the south 
end where it is lowest, then continue to search the bottom floor. 

































# Enemy 


Job 

Gender 

Level 

A Elidibus 


Serpentarius 

None 

75 

B Reaver 


None 

None 

? 

C Reaver 


None 

None 

? 

D Reaver 


None 

None 

? 

E Reaver 


None 

Non^ 

? 

F Reaver 


None 

None 

? 

G Reaver 


None 

None 1 

? 






# Ally 

Job 

Gender Level 

Zodiac 

Bravery Faith 

[ A Byblos 

None 

None None 

None 

None None 


ENEMY I 


White Mage, Chocobo, Black Chocobo 
Archer, Black Mage, Mystic, Pig, Swine 
Red Dragon, Greater Hydra, Hydra 
Black Mage, Time Mage, Summoner, Mystic, 
Tiamat 


8 

8 MIDLIGHTS 

6 — 11 DEEP 


HIDDEN § TREA SURES: 



Grid 

Normal Drop 

Rare Drop 

F11 

Phoenix Down 

Chaos Blade 

FI 3 

Phoenix Down 

Elixir 

H11 

Phoenix Down 

Elixir 

HI 3 

Phoenix Down 

Chirijiraden 


S WGESTEDi DEPLOYMENT5^4=4-4^^^4^^M^ 

Elidibus, the boss of Midlights Deep, has access to a unique summon spell called Zodiark. This ability can only be learned by a Summoner 
that takes a hit from the spell and survives. Include any Summoners in your party that you want to learn Zodiark. You may want to equip 
Mana Shield on them to help them survive a blast from this powerful spell. You may also want to attach Arithemticks as their secondary’ 
ability set, so that they can handle the Reavers on this stage. Elidibus has a potent ability called Poison Frog that inflicts both the Toad and 
-Poison status on a unit, so you may want to equip items that nullify both affects (try Cachushas, Ribbons, or the Japa Mala). 


Byblos makes an appearance on this map, and he will join your party as long as he is alive by the end of it. No exit can be found on this 
floor. You must complete the area by defeating Elidibus, a powerful boss that wields unique spells. Since the items in this area are on 
the platform that Elidibus is sitting on, ignore them during your first play through of this stage and can come back to get them later. 
Concentrate on learning Zodiark from Elidibus first. DO NOT defeat him until at least one of your members has learned Zodiark, since 
t the spell cannot be learned anywhere else. Move a Summoner with Mana Shield into his casting range to bait his attack. Be sure to have 
I some way of rejuvenating the Summoners MP (throw a Hi-Ether with a Chemist, or use Manafont). Despite the incredible destructive 
power of Zodiark, it wont inflict any damage to your Summoners HP as long as they have at least one MP left. 

Concentrate on defeating the enemies here after Zodiark has been obtained. The Reavers on this map are extremely weak to fire spells, so 
use your Summoner to cast Firaga on them (use Arithmeticks calculation CT 3,4, or 5). You can equip Flame Shields to your melee units 
to protect them against Firaga if you have to target friendly units. Once the Reavers are gone, focus all of your attacks Elidibus. As long 
as you have the right items to resist his Poison Frog spell, he shouldn’t be too difficult to handle. You receive the Serpentarius Stone for 

completing the stage. 
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A single question is often asked whenever a player obtains that final unique piece of equipment in an 
RPG: What’s the point of having all of this rare equipment I spent hours collecting? The Melee Mode 
answers this question by finally enabling you to take your overpowered characters into battle against an 
unsuspecting friend. Here you can combat any nearby player using the PSP”s Ad Hoc Mode. Though 
this mode is intended for fun and competition, defeating your adversary unlocks new items never before 
seen in the original Final Fantasy Tactics game. Use this guide as a means of familiarizing yourself with 


Melee Mode’s rules and item data. 



(MELEE NOTES 

Kb v 


/ 





1. Poaching is not possible. 

2. JP obtained is kept after the battle ends, however 
all other stats return to their normal values before 
the battle occurred. 

3. Units KO’d on the battlefield are not permanently 
lost. They disappear from the field once their KO 
countdowns expire, but rejoin the party once the 
mission has been completed. 


4. All items lost during a battle are restored once 
it has been completed. Restored items included 
consumables that Were used with Items or Auto- 
Potion abilities, stolen equipment, equipment 
destroyed by enemy attacks, katana swords that 
were shattered when using laido, and weapons 
thrown with the throw ability. 




5. Items cannot be permanently stolen from the 
enemy. 


DETERMINING THE 
WINNER 


A Melee battle ends once all units belonging to either player are 
defeated. If the action limit is reached before this occurs, then the 
player with the most remaining characters is the winner. If both 
players have the same number of units, the game ends in a draw. 


The winner of the battle is awarded three items, while the loser 
is given one. In the case of a draw, two items are awarded to 
both players. 


The items that appear in the treasure ring are randomly generated. 
However, there are two invisible factors that affect the quality of the 
items that appear. The first factor is your “Reward Level”, which 
determines the list of items that have the possibility of appearing 
within the treasure chests. The Reward level you earn after battle is 
calculated by taking the average level of your units and adding it to 
a random number generated between -5 and +5 (so -5, -4, -3, -2, -1. 
+1, +2, +3, +4, or +5). The higher your reward level is at the end of 
battle, the greater the chance of rare items appearing in the chests. 



The second factor is the Battle Point system, which takes the 
amount of damage you’ve dealt, the amount of HP you’ve recovered, 
and the number of units that couldn’t attack during a turn, to 
perform a calculation that rates your performance. You are assignee 
a certain number of Battle Points (which cannot be seen) to 
determine the chances of specific items appearing in the item ring. 

In short, the best way to get the rare items that appear in Melee 
Mode is to perform well in battle using level 99 characters. If you 
have a friend that is willing to shame his family name, you can 
manipulate the system by simply having one player throw the 
match. If done several times in succession, you can easily obtain t 
majority of the rare items in a few hours. 





























UNIQUE ITEMS FOUND IN MELEE MODE j 

a • 


The following is a list of the unique items found within Melee 
Mode. The Reward Level column indicates the Reward level where 
item starts appearing. Note that even if any item appears at a low 
Reward Level (like 41), the chances of receiving it at that level are 
much lower than if your units were level 99. Also, keep in mind that 
this does not cover every item that appears in this mode. In fact, 
many different items make an appearance. However, these items are 
, common and usually are not worth pursuing. 



iName 

Reward Level 1 

Chaosbringer 

4^ 

T 

co 

CO 

Arondight 

51—99 

Golden Axe 

61-99 

Balmung 

71-99 

Gae Bolg 

71-99 

Reverie Shield 

71-99 

Acacia Hat 

71-99 

Sage’s Robe 

71-99 

Empyreal Armband 

71-80 

Francisca 

81-99 

Nirvana 

81-99 


IName 

Reward Level 1 

Chantage 

81-99 

Onion Sword 

81-99 

Onion Helm 

81-99 

Vesper 

81-99 

Brave Suit 

81-99 

Moonsilk Blade 

81-99 

Minerva Bustier 

81-99 

Fomalhaut 

91-99 

Onion Gloves 

91-99 

Orochi 

91-99 



NEW COMBAT ADDITIONS 
TO MELEE MODE 


TRAPS 

There are several different traps that can be set on the battlefield. 
Each trap does different things to hinder your enemy’s march 
towards your force. Place them on panels that seem like 
advantageous positions that your enemy may try to secure. Take 
note of the abilities of each trap and use ones that work well in 
combination with your unit’s abilities. Mustadio, for example, can 
use Seal Evil to instantly defeat any enemy afflicted with the Cursed 
Stone trap. On the other hand, the Mine trap causes the Oil status 
ailment, which makes the enemy infected weak jo the fire element. 


TRAP TYPES 

Sten Needle Trap Deals Damage 

Hypnogas Trap Causes Sleep Status 

Death Trap Causes Doom Status 

Mine Causes HP Loss and Oil Status 

Mossfungus Trap Inflicts Poison 

$ I Cursed Stone Causes Undead Status 
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Total Traps Left 


Command Input # 


ATTACK TIMING FEATURE 

A system unique to Melee Mode, an exclamation point appears 
over your unit’s head whenever they attack. If you press © right 
as it appears, you’ll score a critical hit and knock your enemy back 
1 panel. The window to correctly initiate this technique varies 
depending on the hit percerfttge of the attack. For example, if your 
unit only has a 60% chance of hitting an enemy with a sword, then 
you only have 8/60 Ul of a second when the exclamation point appears 
to hit © and score the attack bonus. So if the game is running at 
60 frames a second, that means you only have an 8 frame window 
to press ©.The better your unit’s hit rate is, the easier it is to score 
a critical hit. The following chart shows how the timing changes 
depending on your character’s hit percentage. 




1 Attack Type 

0% 

1-25% 

26-50%; 51-99% 

100% 

Bare Handed 

1/60sec 

2/60sec 

3/60sec 

4/60sec 

5/60sec 

Guns* 

1/30sec 

1/30sec 

2/30sec 

2/30sec 

3/30sec 

Other 

2/60sec 

4/60sec 

6/60sec 

8/60sec 

10/60sec 


* Refers only to the Glacial Gun, Blaze Gun, and Blaster 


Trap Escape Command 

A window with button inputs appears on screen whenever a trap has 
been sprung. If you input the command shown correcdy before time 
runs out, you’ll avoid the trap’s negative effects. The length of the 
command that appears is determined by the total amount of traps 
both you and your enemy have on the field. The fewer total traps on 
the field, the more command inputs are required to safely bypass the 
trap. This system is in place to act as a means of making traps more 
dangerous as traps are removed from batde. 


RESISTANCE BARRAGE 

If the hit probability for an attack is anywhere between 40 to 60%. 
both players will be prompted to press © repeatedly once the attach I 
is confirmed. If the defending player presses © more times than |the I 
attacker, the strike will be avoided. If the attacker presses the buttcc I 
more times, their swing will hit. Whenever your hit probability is 
low, prepare to mash on © before confirming the attack. 








































e Rendezvous Mode is an optional set of batdes that you can play with a friend. None of the missions 
rbund in this mode are necessary for completion of the game. Instead, rare items are rewarded upon 
mpletion of a mission. This section covers the final six Rendezvous missions open for play. The last 
rbur missions, An Ill Wind, Brave Story, Nightmares, and the Guarded Temple, do not appear until after 
►u have completed the main game. Strategy for the first nine Rendezvous missions is found within the 
main walkthrough, so please refer to that section when looking for advice on the earlier missions. 




RENDEZVOUS MISSION 

MISSION RULES EVALUATION 


1. Arithmeticks cannot be used. 

2. No gil can be acquired. 

3. Poaching is not possible. 

4. JP and any abilities obtained from crystals are kept after the 
battle ends. 

5. Units KO’d on the battlefield are not permanently lost. They disappear 
from the field once their KO countdowns expire, but rejoin the party 
once the mission has been completed. 

6. All items lost during a mission are restored once it has been 
completed. Restored items included consumables that were used 
with Items or Auto-Potion abilities, stolen equipment, equipment 
destroyed by enemy attacks, katana swords that are shattered when 
using laido, and weapons thrown with the throw ability. 

7. Any items taken from chests, caught with the Sticky Fingers ability, 
or stolen from the enemy are kept after a mission ends. You cannot, 
however, steal items from your partner. 



Items are awarded to both of the participating players upon 
completion of a mission. These items are kept hidden in a ring of 16 
chests that appear after a battle. The number of chests each player 
may open depends on the evaluation they receive. Mission results 
are evaluated on a scale of one to five stars. The evaluation number 
you receive is the exact number of chests you are able to open. Your 
evaluation is determined by how many units you use in battle, the 
amount of enemies you defeat, and whether or not any of your units 
die in battle. You can obtain a high rank by using fewer units in 
battle and trying to complete the batde without losing units. 



Tips for Obtaining a 5 star Rank 

1. Don’t let any units die. 

2. Use only 2 units (1 per player). 

3. Select reaction abilities that counter your enemy’s abilities. 






RENDEZVOUS 

MODE 

























ITEM RING ( 

The items that appear in the treasure ring are random, but there is 
an invisible factor that affects the quality of the items that appear. 
This factor is your Reward Level, which determines the list of items 
that have the possibility of appearing within the treasure chests. The 
Reward level you have earned after battle is calculated by taking 
the average level of both allied and enemy units on the field and 
adding it to a random number generated between -5 and +5 (so -5, 


-4, - 3, ~2, “1, +1, +2, +3, +4, or 
+5). The higher your reward 
level is at the end of battle, the 
greater the chance of rare items 
appearing in the chests. 



MISSION 
'REWARD CAP 

Each Mission has a specific Reward Level cap, meaning some 
items cannot be obtained on specific missions. The following chart 
illustrates the Reward Level caps for each mission. 



Chocobo 

21-30 

Defense 


Chicken Race 

31-40 

Treasure Hunt 

31-40 

Teioh 

41-50 

Lost Heirloom 

41-50 

The Fete 

51-60 

Desert Minefield 

51-60 

Littering 

61-70 



Shades of the Past 

71—80 

The Knights 

81-90 

Templar 


All-Star Melee 

81-90 

The Guarded 

91-99 

Temple 


Nightmares 

91-99 

Brave Story 

91-99 

An III Wind 

91-99 






PROCURING 

ITEMS 


RARE 


Unique items only start appearing at Reward Levels 50 or higher. 
Rare items are the easiest to obtain when you start earning a Reward 
level of 90-99. Since some missions have Reward Level caps, the 
easiest way to obtain rare equipment is to use level 99 characters 
to repeatedly finish the final 4 missions; The Guarded Temple, 
Nightmares, Brave Story, and An Ill Wind. 



UNIQUE ITEMS 1 
FOUND IN 

RENDEZVOUS MODE 

Like Melee Mode, several unique items can be obtained in 
Rendezvous Mode. The Reward Level column indicates the Rewar 
level when the item starts appearing. Note that even if any item 
appears at a low Reward Level (like 41), the chances of receiving 
it at that level are much lower than if your units were level 99. The 
Mission column designates whether the item is only obtainable on 
a specific mission. Keep in mind that this fist does not cover every’ 
item that appears in this mode. In fact, many different items make 
an appearance. These items are common and usually aren’t worth 
pursuing. 


iName 

Reward Level 

! Mission 

Deathbringer 

51-60 

Any 

Golden Axe 

51-60 

Any 

Gaius Caligae 

51-60 

Any 

Durandal 

61-70 

Any 

Brass Coronet 

61-70 

Any 

Stardust Rod 

71-80 

Any 

Brigand's Gloves 

71-80 

Any 

Moonblade 

71-80 

Any 

Onion Armor 

81-90 

Any 

Onion Shield 

81-90 

Any 

Sagittarius Bow 

91-99 

Any 

Fomalhaut 

91-99 

The Guarded Temple 

Grand Armor 

91-99 

The Guarded Temple 

Gungnir 

91-99 

Nightmares 

Dreamcatcher 

91-99 

Nightmares 

Crown Scepter 

91-99 

Brave Story 

Sage s Ring 

91-99 

Brave Story 

Valhalla 

91-99 

An III Wind 

Vanguard Helm 

91-99 

An III Wind 


GETTING READY 

The next several missions are not a walk in the park. Within them 
lurks many powerful enemies that are coupled with incredible 
equipment. It is recommended that you obtain the hidden items 
within Midlight’s Deep and attempt using some of the power 
leveling tactics described in Advanced Strategies before attempting 
these missions. 

With that said, preparation is the most important aspect of 
Rendezvous Mode. The following information has been provided 
as a template for equipping your characters. It is understood that 
not all of your characters can be equipped in this manner; this set i 
mostly designed to give both players one all powerful unit to take 
with them into every combat situation. Other equipment sets and 
combinations are mentioned before the advent of each mission. 
Hopefully, these examples provide some insight into how your 
characters should be equipped. 















Recommended Ability Set 

om 


This skill set is one of the most flexible list of skills for any 
Holy Sword unit. Hollowed Bolt and Divine Ruination inflict spell-like 
damage without the MP cost or charge time. 

Sanguine Sword drains HP from your enemy and adds it to 
Darkness your own. This is one of the few aggressive ways to gain HP 
while staying on the offensive. 

Unholy, Darkness and the Holy Sword skills your enemies 
will be using tend to inflict extremely high amounts of 
Auto-Potion damage. This Reaction Ability, assuming you are loaded with 
X-Potions, is the easiest way to compensate for the damage 
dealt to you. 

This ability is the easiest way to max out your damage output to 999. 
Vehemence However, you may have to replace it with Safeguard on occasion to 
guard against Unyielding Blade techniques. 


Recommended Equipment Set 


The Chaos Blade has the strongest attack rating of any 
weapon in the game. Since Holy Sword techniques are 
considered physical attacks, this weapon helps increase 
their potency by a large margin. It even comes equipped 
with an innate Haste. 

The stronger version of the Escutcheon improves a 
unit’s evade rating by absurd amounts. Equip it to your 
most aggressive character to help lower the amount of 
punishment they take. 

One of the more dangerous aspects of Rendezvous missions 
is the many enemies carry potent status ailments. The 
Ribbon nullifies all of these ailments without a cost. 

The massive 200 HP increase this armor grants is useful on 
units that are already have status enhancements from other 
items. If they don't, you may want to replace this piece with 
the Grand Armor instead, which Ills Regen and Reraise. 
Physical ATK +3, Magick ATK + 3, and an innate Protect, 
Shell, and Haste make the Tynar Rouge an excellent 
accessory. This is a good choice for Agrias or Meliadoul. 


Chaos Blade 


Escutcheon 

(strong) 


Ribbon 


Maximillian 


Tynar Rouge 


Other Preparations 

Level 99 


Bravery 97 


Faith 03 

0 Potions, 0 
Hi-Potions, 99 
X-Potions 


Use level boosting techniques to raise your character’s 
levels to 99. They’ll need all of the statistic boosts they can 
get. 

Bravery improves the success rate of Reaction Abilities, 
which is necessary to make sure Auto-Potion initiates often. 
Use the Orator’s abilities to increase Bravery as much as 
needed. 

Since there won’t be many instances where defensive 
support casting will be used to help regenerate your 
characters, Lower your Faith to weaken enemy spells. 

Again, use the Orator abilities to help make this happen. 

Sell your Potions and Hi-Potions and start stocking in X- 
Potions. This will increase the effectiveness of Auto-Potion, 
enabling it to give you 150 HP every time you are hit. 


Orlandeau + Agrias Dream Team 

When all is lost and you simply have no idea what to do, fall back 
on Orlandeau and Agrias. This tag-team duo has the perfect 
combination of statistics and abilities for Rendezvous missions. 
Their Hallowed Bolt and Divine Ruination skills are effective in 
almost any situation you’ll encounter. Orlandeau, in particular, 
has the strongest mix of skills present for any job. With the right 
equipment, these two monsters can make quick work of the many 
dangerous missions to come. 


\ 


c 



















allies defeated! 


A Wiegraf 
B Isilud 
C Random 
D Random 
E Random 
F Random 
G Random 
H Random 
I Random 
J Random 


White Knight 

Nightblade 

Squire 

Squire 

Squire 

Squire 

Archer 

Archer 

Archer 

Archer 


Gender 

:Level 

Zodiac 

i Bravery 

Faith 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 

Male 

Variable 

Random 

Random 

Random 


|SuB5^TEDi DEPLOYMENT:-4-4 fc 4^4=4^f fc 4=^4=4==4=4 g 

The following missions are a set of four battles back-to-back. Many of the boss characters here carry the Unyielding Blade ability set, which 


RENDEZVOUS: THE KNIGHTS TEMPLAR 


shatters a unit’s equipment while inflicting massive damage to them. Because of this, the Safeguard ability can be equipped to help deal 
with this problem. Agrias and Orlandeau should be added to your attack roster, who can handle this mission by themselves if they are at a 


hi^h enough level (earning vou a high rank). Otherwise, Geomancers, Dark Knights, and Rapha are all solid choices for this map. Equip at 
least one of these characters with the Item ability to take care of any unforeseen problems that may arise. 


Agrias and Orlandeau completely dominate this map. The group of Squires closest to your party is standing 
in a |T” formation, making them very vulnerable to the Hallowed Bolt skill. They should go down with a 
single blast. The Archers, along with Wiegraf and Isilud, also tend to group together during the later stages 
of the battle, making it easy to target multiple enemies at a time. Without the ability to disarm you, Isilud 
has no other attack option at his disposal outside of normal attacks, making him vulnerable to the potent 
ranged options at Agrias or Orlandeau’s disposal. 
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{Job 

1 Gender 

|Level 

Zodiac 

Bravery 

1 Faith 

A 

Cletienne 

Sorcerer 

Male 

Variable 

Random 

Random 

Random 

B 

Random 

White Mage 

Female 

Variable 

Random 

Random 

Random 

C 

Random 

White Mage 

Female 

Variable 

Random 

Random 

Random 

D 

Random 

Black Mage 

Female 

Variable 

Random 

Random 

Random 

E 

Random 

Black Mage 

Female 

Variable 

Random 

Random 

Random 

F 

Random 

Time Mage 

Female 

Variable 

Random 

Random 

Random 

G 

Random 

Time Mage 

Female 

Variable 

Random 

Random 

Random 

H 

Random 

Summoner 

Female 

Variable 

Random 

Random 

Random 

rr 

Random 

Summoner 

Female 

Variable 

Random 

Random 

Random 

l w ^ m 

Random 

Summoner 

Female 

■MMMI 

Variable 

Random 

Random 

Random 


































^ BATTLE^ 2-TACTICS:-^^M^4=4^^-^ 

This map consists entirely of mage classes. The majority of the casters here are carry a variety of potent 
attack spells. Pay close attention to your Turn list to know when enemy spells are going to initiate. 

This is especially useful against Summoners, whose spells can be avoided if you move away from their 
targeting area. Humorously, the mages here are set up in a bowling pin formation that enables Agrias 
and Orlandeau to target up to four of them at a time. This arrangement makes it easy to defeat several 
enemies with a single attack. Cletienne tries to revive the fallen units with Arise, but the spell s heavy 
casting period simply leaves him open to attack. Use the opportunity to move in for the kill and end 
the mission without casualties. 



ENEMiESii 

i # 

Enemy 

Job 

1 Gender 

Level 

Zodiac 

Bravery 

Faith 

A 

Barich 

Machinist 

Male 

Variable 

Random 

Random 

Random 

B 

Random 

Chemist 

Male 

Variable 

Random 

Random 

Random 

C 

Random 

Chemist 

Male 

Variable 

Random 

Random 

Random 

D 

Random 

Chemist 

Male 

Variable 

Random 

Random 

Random 

E 

Random 

Chemist 

Male 

Variable 

Random 

Random 

Random 

F 

Random 

Chemist 

Male 

Variable 

Random 

Random 

Random 

t 6 

Random 

Orator 

Male 

Variable 

Random 

Random 

Random 

H 

Random 

Orator 

Male 

Variable 

Random 

Random 

Random 

1 

Random 

Orator 

Male 

Variable 

Random 

Random 

Random 

J 

Random 

Orator 

Male 

Variable 

Random 

Random 

Random 



Your enemy has finally dropped their poor party formation; instead they have spread out to avoid 
group attacks. Additionally, the Chemists and Orators here are all using elemental guns, which are 
extremely effective against any units that have a lot of Faith. These factors allow the enemy to pick 
away at your forces from a distance, without the worry of counter attack. There are no real tricks to this 
battle outside of keeping your Faith low; you’re going to take a lot of hits while trying to hunt down 
enemies. Use the Item command to help compensate for the many hits you take during this process, 
and keep up your frequent use of Hallowed Bolt (as always). 


f 


d 



ENEMIESU 

# 

Enemy 

Job 

1 Gender 

1Level 

Zodiac 

Bravery 

I Faith 

A 

Folmarv 

Divine Knight 

Male 

Variable 

Random 

Random 

Random 

B 

Loffrey 

Divine Knight 

Male 

Variable 

Random 

Random 

Random 

C 

Random 

Knight 

Male 

Variable 

Random 

Random 

Random 

D 

Random 

Knight 

Male 

Variable 

Random 

Random 

Random 

E 

Random 

Knight 

Male 

Variable 

Random 

Random 

Random 

F 

Random 

White Mage 

Male 

Variable 

Random 

Random 

Random 

G 

Random 

White Mage 

Male 

Variable 

Random 

Random 

Random 

H 

Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 

! i 

Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 

J 

Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 



. . .. _ . _ __ 

The Knights near the front of this map are easy prey; blast them with Hallowed Bolt a couple of times 
to make quick work of them. With them out of the picture, concentrate on the Dragoons flanking you 
to the east and west. Soon enough, Folmarv and Loffrey start to close in on your location. Concentrate 
your attack on them, since the remaining Dragoons and White Mages start to isolate themselves. 

With Safeguard on, the Divine Knights are limited to close range attacks to inflict damage. Use 
Hallowed Bolt and other ranged attacks to strike them before they move into a dangerous range. 


X RENDEZVOUS 
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RENDEZVOUS: ALL-STAR MELEE 




<al®GIiS&G0Si) 


niniim 


All allies defeated 


! Faith 


I Job I Gender j Level j Zodiac | Braver 


ENEMIES: 


A 

Ramza 

Knight 

Male 

Variable 

Variable 

Random 

Random 

Random 

Random 

Random 

Random 

B 

Mustadio 

Machinist 

Male 

C 

Agrias 

Holy Knight 

Female 

Variable 

Random 

Random 

Random 

D 

Rapha 

Skyseer 

Female 

Variable 

Random 

Random 

Random 

E 

Marach 

Netherseer 

Male 

Variable 

Random 

Random 

Random 

F 

Orlandeau 

Sword Saint 

Male 

Variable 

Random 

Random 

Random 

G 

Meliadoul 

Divine Knight 

Female 

Variable 

Random 

Random 

Random 

H 

Beowulf 

Templar 

Male 

Variable 

Random 

Random 

Random 

1 

Reis 

Dragonkin 

Female 

Variable 

Random 

Random 

Random 


TGj&E^FEj^ D Ef?LiOYWtNTS as ^ s 4 iir ^ s ^ i ^ r ^ 6iri ^ r:: 4 fe ^ iri 4 !ir ^ fc ^^ s ^ srs ^ ir 
Orlandcau and Meliadoul can make healthy use of the “Crush” techniques, which could outright cripple a unit if they’re hit. The Safeguard 
ability is an absolute must for dealing with them, so equip it to the characters that don’t need the ability slot for anything else. Mana 
Shield and Manafont are also extremely useful on this field, since most enemies are reliant upon ranged attacks. Auto-Potion is actually 
a better choice if you have plenty of X-Potions, but since they are hard to come by, Mana Shield and Manafont can get the job done in 
its place. You may also need First Strike to handle the enemies using Soulbind. Orlandeau, Agrias, Beowulf, and Balthier should be your 
first character choices. Beowulf is worthwhile because of his Break and Disable skills, which most of the enemies on this map don’t have 
resistances against. Balthier should be equipped with a Javelin (strong version) and the Brigand’s Gloves, both of which allow his Barrage 
skill to instantly defeat many of the characters on this map in one use. Dark Knights are also a worthy addition to your party because of 
their explosive damage output. 

pACTIC^Su 

This battle is essentially a mirror match; the enemy party consists of 
many of the main characters you have in your own party. The majority 
of them are equipped with Haste, enabling most of them to strike 
preemptively. You’ll have to accept the idea that they are going to 
deal damage before you can if your level is low, so be patient. When 
your turn comes up, your first objective is to eliminate Orlandeau, 

Agrias, and Meliadoul. Use Beowulf’s Break to put either of them out 
of commission quickly, or move behind them with Balthier and use 
Barrage. Orlandeau and Agrias should act as back up for Balthier and 
Beowulf. Orlandeau can use “Crush Weapon” to weaken Mustadio if 
he is causing trouble from afar. Hallowed Bolt and Divine Ruination 
will come in handy if Beowulf, Reis, and Rapha ever group together. 


































VICTORY 


Defeat all 


the time limit 


DEFEAT 


Time limit 


ENEMIES 


A Protoconstruct 
B Protoconstruct 
Construct 2 
Construct 3 
Construct 3 
Construct 3 
Construct 3 
H Construct 3 
Construct 3 


Job 

Gender 

Level 

Zodiac 

| Bravery 

j Faith 

Automaton 

N 

Variable 

Random 

Random 

Random 

Automaton 

N 

Variable 

Random 

Random 

Random 

Automaton 

N 

Variable 

Random 

Random 

Random 

Automaton 

N 

Variable 

Random 

Random 

Random 

Automaton 

N 

Variable 

Random 

Random 

Random 

Automaton 

N 

Variable 

Random 

Random 

Random 

Automaton 

N 

Variable 

Random 

Random 

Random 

Automaton 

N 

Variable 

Random 

Random 

Random 

Automaton 

N 

Variable 

Random 

Random 

Random 



\ - 





Equip units with items that give Haste, Regen, and Reraise (Angel Ring, Septieme, Brigands Gloves, Chantage and Ivnar Rouge). Chaos 
Blades should also be procured for any sword wielding characters, so you may opt to try and catch a few from enemy Ninja before trying 
this mission. Agrias and Orlandeau should be your main attacking units for this mission, so equip them with Chaos Blades and Vehemence 
to max out their damage dealing capabilities. For other characters, equip Lifefont, Defense Boost, and Auto-Potion to help deal with the 
extreme damage output from the Constructs. You may also want to include Ramza as Dark Knight for even more damage distribution. 


X RENDEZVOUS 
7 MODE 


fcTACT!CS:V 

The robots here have initiated a 10 turn self destruct program. If the 
constructs are not defeated when time runs out, the game ends. If that 
wasn’t bad enough, the robots malfunction on turn 8, dropping the 
turn count down to 4. This essentially means you have to defeat ten 

powerful Constructs in 6 turns. 

If you equip your units correctly, they should take 2-3 turns before the 
robots even have a chance to go. You need to make the most out of 
these turns and eliminate as many bots as possible. There isnt a trick 
to this mission beyond this; make sure your units are at a level past 80 
and equip them with strong items and abilities. Use Hallowed Bolt, 
Divine Ruination, and Shadowblade to inflict big damage to as many 
bots as possible. 
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RENDEZVOUS: THE GUARDED TEMPLE 




































2 teams 


iQDIufljQi 


ENEMIES 


1 # 

; Enemy 

I Job 

Gender 

Level 

Zodiac 

1 Bravery 

1 Faith 

A 

Cuchulainn 

The Impure 

N 

Variable 

Random 

Random 

Random 

B 

Belias 

The Gigas 

N 

Variable 

Random 

Random 

Random 

C 

Zalera 

The Death Seraph 

N 

Variable 

Random 

Random 

Random 

D 

Adrammelech 

The Wroth 

N 

Variable 

Random 

Random 

Random 

E 

Hashmal 

Bringer of Order 

N 

Variable 

Random 

Random 

Random 

F 

Ultima Demon 

N 

Variable 

Random 

Random 

Random 

G 

Ultima Demon 

N 

Variable 

Random 

Random 

Random 

H 

Ultima Demon 

N 

Variable 

Random 

Random 

Random 

1 

Ultima Demon 

N 

Variable 

Random 

Random 

Random 

J 

Ultima Demon 

N 

Variable 

Random 

Random 

Random 


^^^ESTEDiDEPLOYl^ENT:- 

Protection against Sleep, Stone, Confuse, Stop, Doom and Slow should be your biggest priorities, so bring Level 99 female units equipped 
with Ribbons. Be sure to poach as many Wild Boars as needed to equip Ribbons on every character. Agrias, Meliadoul and Reis are good 
unit choices. Meliadoul and Reis should be changed to Dark Knights, while Agrias should equip Fell Sword as a secondary ability set (with 
Holy Knight as her main job). Equip all of your units with First Strike, ensuring that their Bravery is 97, so that they use Reaction Abilities 
often. You’ll also want to equip items that give you Haste, Reraise and Regen (equip Tynar Rouge, Septieme, and Grand Armor). Finally, 
give Meliadoul and Reis the Jump ability. 


This battle can be a pretty big pain at first sightj but employing the 
right tactics make it more than manageable. It is even possible to 
complete it at level 70. Ribbons nullify the many status ailments the 
creatures on this map use, forcing them to use physical attacks. With 
First Strike equipped, the majority of their physical attacks will be 
nullified and countered. From there, the only things to worry about 
are the Ultima Demons, which have a myriad of powerful attack spells 
at their disposal. Your objective is to eliminate them before the boss 
enemies. They are easy to tackle with Holy Sword and Fell Sword 
abilities. In cases where you are targeted by a spell like Nanoflare, 
use Jump to target the caster, which avoids the spell while hitting 
the Demon. If you are surrounded by enemies, this sometimes causes 
the Ultima Demons to hit several of their own units. Once the Ultima Demons are finished, you are free to take out the remaining boss 
enemies. Retreat to the water banks on this stage if you’re ever worried about taking physical hits; the enemies here can’t enter water. You 
should be able to use Jump, or other long-range attacks, to finish the remaining enemies from these locations with ease. 


RENDEZVOUS: NIGHTMARES 






































# Enemy Job i Gender Level_I Zodiac_; Bravery Faith 


string of 10 battles in succession. There are no breaks in between skirmishes, so it’s best to take a team that is well rounded. 
Meliadoul, Agrias, and Orlandeau should be your unit choices. Equip them with Ribbons (Orlandeau with a Thief’s Cap), 
ability, Shirahadori, and any item that invokes Haste. You may opt to include the Items ability set for healing as well. Lastly, 
worth equipping items with Reraise and Regen in case anything goes wrong. 

ir' n " 

Though the enemies here tend to crowd together, ignore the Chocobos and focus your attacks on 
Cloud and Luso. Although Cloud’s Finishing Touch is normally pretty potent, the Ribbon item should 
keep most of your characters out of harm’s way. Luso is using Shirahadori as a Reaction Ability, so 
assault him from a distance with Divine Ruination or Sanguine Sword to crack through his defenses. 

Also use the Hallowed Bolt and the Dark Knight’s Unholy Sacrifice to damage any enemies standing 
near each other. 


# Enemy 


Gender Level 


BRAVE STORY 




Mustadio and Balthier both have the ability to Immobilize or Disable your units from a distance, but 
neither should affect you if you are equipped with Ribbons and Thief’s Caps. Balthier has an Angel 
Ring equipped which grants him Reraise, so destroy it using Orlandeau’s Crush Accessory' when you 
are in range. The rest of the enemies here also have firearms, but it shouldn’t be difficult to tackle them. 
Use the Shadowblade when attacking to regain any HP lost when attempting to close in on them. 


A Luso 
B Cloud 
C Boco 
D Random 
E Random 
F Random 
G Random 
H Random 
Random 
J Random 


Male Variable 

Male Variable 

None Variable 

None Variable 

None Variable 

None Variable 

None Variable 

None Variable 

None Variable 

None Variable 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


RENDEZVOUS 

Vmodf 


Male Variable 

Male Variable 

Male Variable 

Male Variable 

Female Variable 

Female Variable 

Male Variable 

Male Variable 

Female Variable 

Female Variable 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Game Hunter 
Soldier 
Chocobo 
Chocobo 
Chocobo 
Black Chocobo 
Black Chocobo 
Black Chocobo 
Red Chocobo 
Red Chocobo 


A Mustadio 
B Balthier 
C Random 
D Random 
E Random 
F Random 
G Random 
H Random 
I Random 
J Random 


Machinist 

Sky Pirate 

Chemist 

Chemist 

Chemist 

Chemist 

Orator 

Orator 

Orator 

Orator 


RENDEZVOUS: 
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All allies defeated 






































Zodiac 


I Bravery 


Faith 






ENEMIES;. 


# [ Enemy j Job_ Gender j Level 


A Random Onion Knight Male Variable Random Random Random 


B 

Random 

Onion Knight 

Male 

Variable 

Random 

Random 

Random 

C 

Random 

Onion Knight 

Female 

Variable 

Random 

Random 

Random 

D 

Random 

Onion Knight 

Female 

Variable 

Random 

Random 

Random 

E 

Random 

Onion Knight 

Female 

Variable 

Random 

Random 

Random 

F 

Random 

Sekhret 

None 

Variable 

Random 

Random 

Random 

G 

Random 

Sekhret 

None 

Variable 

Random 

Random 

Random 


H Random Cockatrice None Variable Random Random Random 

I Random Cockatrice None Variable Random Random Random 


J Random Plague Horror 

None Variable Random Random 

Random 




4=*-BATTfcE’3-TA©TICS:A 




Eliminate the monsters nearby with Shadowblade and Hallowed Bolt. They are normally a threat 
because of their status ailments, but that shouldn’t be a problem with the equipment you have on. 

The five Onion Knights on this stage are breaking their own job limitations; they have many abilities 
available for use. All of them have high attack power, and one of them is even wielding a bow. As long 
as you have Shirahadori, you shouldn’t have any problems against their powerful physical attacks. 


ENEMIES;. 


* 

| Enemy 

jjob 

Gender 

|Level 

Zodiac 

! Bravery 

! Faith 

A 

Cuchulainn 

The Impure 

None 

Variable 

Random 

Random 

Random 

B 

Elidibus 

Serpentarius 

None 

Variable 

Random 

Random 

Random 

C 

Random 

Knight (Undead) 

Male 

Variable 

Random 

Random 

Random 

D 

Random 

Knight (Undead) 

Male 

Variable 

Random 

Random 

Random 

E 

Random 

Knight (Undead) 

Male 

Variable 

Random 

Random 

Random 

F 

Random 

Greater Malboro 

None 

Variable 

Random 

Random 

Random 

G 

Random 

Greater Malboro 

None 

Variable 

Random 

Random 

Random 

H 

Random 

Greater Malboro 

None 

Variable 

Random 

Random 

Random 

1 

Random 

Greater Malboro 

None 

Variable 

Random 

Random 

Random 

J 

Random 

Greater Malboro 

None 

Variable 

Random 

Random 

Random 


Elidibus makes his return t^o the battlefield in this mission. He and Cuchulainn, the Impure, have a 
variety of status ailments atjfieir disposal, but none of them should harm you with the equipment you 
are carrying. Your focus should instead be on eliminating the Malboros and the undead Knights near 
the front of the stage. Don’t use Shadowblade or similar attacks against the Knights; instead, assault 
them with Divine Ruination or Hallowed Bolt. Although Elidibus has Zodiark at his disposal, his speed 
is so low that there is little chance that he will have a chance to cast it before you get to him. Pay close 
attention to his movements and look out for any panels he targets if he has a chance to use Zodiark. 


ENEMIES;. 


# 

Enemy 

Job 

1 Gender 

! Level 

Zodiac 


A 

Gaffgarion 

Fell Knight 

Male 

Variable 

Random 

Random 

Random 

B 

Dycedarg 

Ark Knight 

Male 

Variable 

Random 

Random 

Random 

C 

Zalbaag 

Rune Knight 

Male 

Variable 

Random 

Random 

Random 

D 

Argath 

Squire 

Male 

Variable 

Random 

Random 

Random 

E 

Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 

F 

Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 

G 

Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 

H 

Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 


Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 

J 

Random 

Dragoon 

Male 

Variable 

Random 

Random 

Random 


^f ? I ******* a 

Strangely enough, this battle is much easier to tackle in comparison to the others you had to deal with. 
Ail of the boss characters here carry heavy armor and other incredible items, but none of them use 
Safeguard to protect any of it. Blast through their weapons using Orlandeaus Crush Weapon ability 
to quickly cripple the stronger enemies on this map. As long as you equip items that invoke I Iaste, you 
may get up to two turns for every one turn the enemy takes. 


























ENEMIES: i 


Enemy I Job 


Gender Level 


I Bravery Faith 


A Agrias 
B Rapha 


Marach 

Orlandeau 

Ovelia 

Orran 

Alma 

Random 

Random 

Random 


Holy Knight 

Skyseer 

Netherseer 

Sword Saint 

Princess 

Astrologer 

Cleric 

Time Mage 

Time Mage 

Mystic 


Female 

Female 

Male 

Male 

Female 

Male 

Female 

Female 

Female 

Male 


Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 

Variable 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 

Random 


B ATTLE- 6 -TACTICS: 

Orran, who’s at the back of this stage, has the ability to use Celestial Stasis. Normally this would 
render all of your units useless, but with Ribbons and Thief’s Caps on you can ignore his attempts to 
stop you. Since this is the case, your first priority is to use Orlandeau s Crush Weapon against Agrias 
and Orlandeau. This eliminates their ability to use Holy Sword skills, while also removing some of 
their status enhancements. The remainder of the enemies here are also vulnerable to Crush techniques, 
so use them excessively to cripple any adversaries you approach. With Agrias and Orlandeau finished, 
the rest of the enemies here fall easily without the use of their weapons and armor. 
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ENEMlESii 

# 

lEnemv 

Job 

Gender 

Level 

| Zodiac 

_ 1 Bravery 

Faith 

A 

Elmdore 

Ark Knight 

Male 

Variable 

Random 

Random 

Random 

B 

Celia 

Assassin 

Female 

Variable 

Random 

Random 

Random 

C 

Lettie 

Assassin 

Female 

Variable 

Random 

Random 

Random 

D 

Zalbag 

Ark Knight 

Male 

Variable 

Random 

Random 

Random 

E 

Random 

Archaeodaemon 

None 

Variable 

Random 

Random 

Random 

F 

Random 

Archaeodaemon 

None 

Variable 

Random 

Random 

Random 

G 

Random 

Archaeodaemon 

None 

Variable 

Random 

Random 

Random 

H 

Random 

Archaeodaemon 

None 

Variable 

Random 

Random 

Random 

1 

Random 

Archaeodaemon 

None 

Variable 

Random 

Random 

Random 

J 

Random 

Archaeodaemon 

None 

Variable 

Random 

Random 

Random 




a * * & 
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Celia, Lettie, and Zalbaag are arranged in a manner that is very vulnerable to Hallowed Bolt. If you 
are quick about it, it is very possible to defeat all three of them with a single strike from Orlandeau. 
The Archaeodaemons have very low HP ratings, so use Divine Ruination or Shadowblade to take 
them down quickly. The real threat here is Elmdore, who has the Vampire skill. Since Orlandeau and 
other male characters are probably not wearing items that protect against Vampire, it is important to 
keep them at a safe distance. Otherwise, use Divine Ruination, Hallowed Bolt, and Shadowblade to 
inflict damage to him with any characters wearing Ribbons. 



ENEM1ES;» 


# 

Enemv 

Job 

Gender 

iLevel 

Zodiac 

! Bravery 

1 Faith 

A 

Beowulf 

Templar 

Male 

Variable 

Random 

Random 

Random 

B 

Aliste 

Templar 

Female 

Variable 

Random 

Random 

Random 

C 

Reis 

Dragonkin 

Female 

Variable 

Random 

Random 

Random 

D 

Bremondt 

Celebrant 

Male 

Variable 

Random 

Random 

Random 

E 

Random 

Greater Hydra 

None 

Variable 

Random 

Random 

Random 

F 

Random 

Greater Hydra 

None 

Variable 

Random 

Random 

Random 

G 

Random 

Hydra 

None 

Variable 

Random 

Random 

Random 

H 

Random 

Hydra 

None 

Variable 

Random 

Random 

Random 

1 

Random 

Tiamat 

None 

Variable 

Random 

Random 

Random 

J 

Random 

Tiamat 

None 

Variable 

Random 

Random 

Random 


. . . 

^BATTLE8-TACTICS:^M^-^ 

With Ribbons on, the many Templars here can’t rely on using status ailments. Since that’s the case, 
the main threat here is not the Templar units, but the many monsters. Their elemental abilities are 
potentially fatal in a single use, so focus your attack on them. It is difficult to approach them head on 
so use Divine Ruination to strike at them from as far away as possible. 
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ENEMIES:, 


* 

Enemy 

Job 

i Gender 

iLevel 

Zodiac 

Bravery 

Faith 

A 

Folmarv 

Divine Knight 

Male 

Variable 

Random 

Random 

Random 

B 

Loffrey 

Divine Knight 

Male 

Variable 

Random 

Random 

Random 

C 

Clettienne 

Sorcerer 

Male 

Variable 

Random 

Random 

Random 

D 

Wiegraf 

White Knight 

Male 

Variable 

Random 

Random 

Random 

E 

Meliadoul 

Divine Knight 

Female 

Variable 

Random 

Random 

Random 

F 

isilud 

Nightblade 

Male 

Variable 

Random 

Random 

Random 

G 

Barich 

Machinist 

Male 

Variable 

Random 

Random 

Random 

H 

Zalmour 

Celebrant 

Male 

Variable 

Random 

Random 

Random 

' 1 

Random 

Time Mage 

Female 

Variable 

Random 

Random 

Random 

nr 

Random 

Time Mage 

Female 

Variable 

Random 

Random 

Random 


4=BATTLE-9-TACTICS!=M^=^=-M^^^M^MH^MM^ 



This is where Safeguard comes into use. The Divine Knights 
defending this area have the ability to break equipment, which is 
now a useless option against you, if you have equipped Safeguard. 
However, all of these units are carrying Excaliburs, so they have an 
innate Haste. They are also utilizing a myriad of “Sword Skills”, like 
Holy Sword and Unyielding Blade. That said, the key to this battle is 
destroying your adversary’s weapons with Orlandeau or Meliadoul’s 
Crush Weapon skill. Doing so eliminates their ability to use Sword 
Skills, and also removes their Haste enhancement. 



ENEMIES:, 


# 

Enemy 

Job 

Gender 

Level 

Zodiac 

Bravery 

Faith 

A 

Delita 

Holy Knight 

Male 

Variable 

Random 

Random 

Random 

B 

Valmafra 

Sorcerer 

Female 

Variable 

Random 

Random 

Random 

C 

Random 

Dark Knight 

Female 

Variable 

Random 

Random 

Random 

D 

Random 

Dark Knight 

N m Female 

Variable 

Random 

Random 

Random 

E 

Random 

Dark Knight 

Female 

Variable 

Random 

Random 

Random 

F 

Random 

Dark Knight 

■ 4 Female 

Variable 

Random 

Random 

Random 

G 

Random 

Dark Knight 

Female 

Variable 

Random 

Random 

Random 

H 

Random 

Dark Knight 

Female 

Variable 

Random 

Random 

Random 

1 

Random 

Dark Knight 

Female 

Variable 

Random 

Random 

Random 

J 

Random 

Dark Knight 

Female 

Variable 

Random 

Random 

Random 


^BATTLEIO^TACTICSsM-M- 


The Dark Knights here are a huge threat. Though many of them have 
the ability to Charm and Steal items, Safeguard and Ribbons protect 
against these skills. The biggest problems are their Darkness abilities, 
their high defense supported by Defense Boost, and the Save the 
Queens they have equipped. This makes your first objective simple; 
use Crush Weapon to destroy the sword of each Dark Knight on the 
field. 


Valmafra is your second target, who tends to focus on reviving dead 
allies. She’s carrying an innate Reraise, which quickly becomes a 
problem if you don’t remove the effect. Use “Crush Accessory” to 




destroy the item and open the window to defeating her permanently. 

Once she’s finished, move on to Delita. He’s carrying a Chaos Blade, making it very possible for him to kill a unit with a single hit if their 
HP isn’t maxed out. Play cautiously and use Shadowblade whenever your HP is low to replenish your reserves. 


























RENDEZVOUS: AN ILL WIND 


■■■ 


8GGn33G0£) 


VICTORY 


Defeat all enemies 


#^Enem 


Faith 


Gender Level 


Zodiac 


Argath has multiplied into 10 Death Knights overrunning the map. Each is wielding abilities that 
absorb HP, like Sanguine Sword and Vampire. Vampire drains your HP while infecting your unit 
with a Berserk-like automated combat tendency, essentially turning your unit against you. Five of the 
ten have Soulbind equipped, while the others use First Strike. They also have a Bravery rating of 97, 
making it almost impossible to attack any of them without taking damage. 


,eS RENDEZVOUS 
Vmode 


The above deployment suggestion counters this problem with a complex set of equipment and abilities. 

The Cursed Ring changes your unit into undead, which in turn makes you invulnerable to HP Absorbing abilities (this gives you HP 
instead, while inflicting damage to the caster). The Barette protects you against the Vampire status ailment, which would cause you to 
lose die batde if both of your characters become infected with it. Since Soulbind doesn’t activate against Reaction Abilities, First Strike, 
Concentration, and a 97 Bravery rating enables you to counter Argath’s physical attacks without the risk of taking damage. 


With these abilities in place, team Argath stops using Vampire and Sanguine Sword against you altogether. Their only choice is to fell back 
on physical attacks to deal damage to you. Your objective is to simply wait them out and allow the Argath units to attack; Concentration 
and First Strike should counter the majority of their physical attacks without the risk of your units taking damage from Soulbind. If they 
ever manage to slip past your high Bravery rating and hit you with an attack, use Sanguine Sword against an Argath equipped with First 
Strike to safely regenerate your HP. When the Argath units with Soulbind are finally defeated, eliminate the remaining Argath units by 
using Sanguine Sword from a distance. 


A 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 

B 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 

C 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 

D 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 

E 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 

F 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 

6 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 

H 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 

1 

Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 


Argath 

Deathknight 

Male 

Variable 

Random 

Random 

Random 



v .. 
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BU| Mg1H|6EH iOYMEK B * ♦ ♦ »■» 

Only mo characters should be used (one on each team), if you want to clear this mission with a high rank. It is suggested that both players 
have at least one level 99 female character with good stats (Reis or Agrias), the Cursed Ring found at “The Palings” in Midlight Deep’s, 
a Barette, and a Chaos Blade. Change the level 99 character into a Dark Knight, equip the mentioned items, and attach First Strike, 
Concentration, and Move +3 to her. Finally, it’s important that both of these characters have a Bravery of 97. 
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The Thief’s Poach ability is a unique way to obtain items. If you kill a Monster by 
inflicting damage to it with your weapon, you will Poach it, transforming it into an item 
that ends up in the Poacher’s Den. The items that appear in the Den are sold at half the 
price they are normally sold for. Not only is this a cheaper way to obtain items that are sold 
normally in shops, but many of the weapons found through poaching are extremely rare. 

GAME HUNTER LUSO 


y- 



Luso carries an innate ability to Poach monsters. Since Poach doesn’t need to be equipped to him, that 
support slot can be filled with Doublehand or Dual Wield. With the ability to attach skills that increase 
physical damage while still retaining Poach, Luso is easily the best unit for poaching. Take him into battle 
with you whenever you run into random encounters. 


XMONSTERUPOACH,! 

The following table shows the items received from a poached enemy. Common items appear more frequently, while Rare items are harder 
to come by. The items marked in red are especially rare and should be sought after feverishly. Rare items appear about 1/8 of the time an 
enemy is poached. The location list on this table does not cover every area the enemy can be found in. Instead, the areas mentioned are the 
recommended places to find each enemy. 


Monster Common Item Rare Item Location 


1 Monster 

Common Item 

Rare Item 

Location 

Chocobo 

Phoenix Down 

Hi-Potion 

Mandalia Plain, Balias Swale 

Black Chocobo 

Eye Drops 

X-Potion 

Mandalia Plain, Balias Swale 

Red Chocobo 

Remedy 

Bareite 

Mandalia Plain, Balias Swale 

Goblin 

Potion 

Hi-Potion 

Mandalia Plain, Fovoham Windflats 

Black Goblin 

Hi-Potion 

Antidote 

The Yuguewood 

Gobbledygook 

Mage Masher 

Ancient Sword 

Dorvauldar Marsh 

Bomb 

Flameburst 

Flame Rod 

Beddha Sandwaste 

Bomb 

• j 


Grenade 

Snowmelt 

Bomb 

Flame Hammer 

Zeklaus Desert, Beddha Sandwaste 

Exploder 

Spark Bomb 

Flame Shield 

Zeklaus Desert, Beddha Sandwaste 

Red Panther 

Antidote 

Battle Boots 

Mandalia Plain 

Coeurl 

Gold Needle 

Germinas Boots Beddha Sandwaste 

Vampire Cat 

Holy Water 

Croakadile Bag 

Zeirchele Falls, Beddha Sandwaste 

Piscodaemon 

Echo Herbs 

Hi-Potion 

Zeirchele Falls, Fovoham Windflats 

Squidraken 

Shoulder Cape 

Sleep Blade 

Zeirchele Falls 

Mindflayer 

Hi-Ether 

Vampire Cape 

Zeirchele Falls, Fovoham Windflats 

Skeleton 

Holy Water 

Ether 

Araguay Woods, Beddha Sandwaste 

Bonesnatch 

Hi-Potion 

Partisan 

Araguay Woods, Beddha Sandwaste 

Skeletal Fiend 

Mage’s Cloak 

Elven Cloak 

Zeklaus Desert 

Ghoul 

Ether 

Kunai 

Araguay Woods 

Ghast 

Hi-Potion 

Main Gauche 

Araguay Woods 

Revenant 

Hi-Ether 

Mythril Gun 

The Yuguewood, Araguay Woods 

Floating Eye 

Shuriken 

Platinum 

Dagger 

Beddha Sandwaste 

Ahriman 

Fuma Shuriken 

Air Knife 

Fovoham Windflats, 

Plague Horror 

Yagyu Darkrood 

Zwill 

Straightblade 

Mount Bervenia, Mount Germinas 

Jura Aevis 

Potion 

Rubber Boots 

Zeklaus Desert 


Steelhawk 
Cockatrice 
Pig 

Swine 
‘Wild Boar 
Dryad 
Treant 
Elder Treant 
Wisenkin 
Minotaur 
Sekhret 

Malboro 

Ochu 

Greater Malboro 

Behemoth 

Behemoth King 
Dark Behemoth 
Dragon 
Blue Dragon 
Red Dragon 
Greater Hydra 
Hydra 

Tiamat 


Phoenix Down 
Gold Needle 

Maiden’s Kiss 

Chantage 

Ribbon 

Eye Drops 

Golden Staff 

Protect Ring 

Battle Axe 

Coral Sword 

Ivory Pole 

Platinum 

Dagger 

Nu Khai 

Armband 

Elixir 

Guardian 

Bracelet 

Cherche 

Wizard’s Rod 

Jade Armlet 

Cashmere 

Sortilege 

Blood Sword 

Septi&me 

Wyrmweave 

Silk 


Hunting Bow 
Featherweave 
Book 
Cachusha 
Nagnarok 
Fallingstar Bag 
Healing Staff 
Faerie Harp 
Defender 
Giant’s Axe 
Slasher 
Holy Lance 

Ice Shield Araguay Woods 


Zeklaus Desert, Beddha Sandwaste 
The Interstice, Fovoham Windflats 


Terminus 
Terminus 
‘Breeding Only 
Araguay Woods 
Araguay Woods 
The Oubliette 
Zeklaus Desert 
Zeklaus Desert 
Zeklaus Desert 


Lenalian Plateau, Araguay Woods 


Chameleon 
Robe 

Omnilex The Switchback 

Pantherskin Bag Lake Poescas, The Switchback 

Artemis Bow Lake Poescas, The Switchback 
Stoneshooter The Switchback 

Hydrascale Bag Beddha Sandwaste, The Switchbao 
Dragon Rod Dorvauldar Marsh, The Interstice 
Dragon Whisker Beddha Sandwaste, The Switchbac« 
Scorpion Tail The Switchback, Balias Tor 

Rubber Suit The Switchback, BaKas Tor 

Whale WhisKer Terminus, Balias Swale 
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^POACHING A WILD BOAR 

The Wild Boar cannot be found on any battlefield, they are instead found through monster breeding. To create one, use the Orator’s Tame 
ability to recruit two Pigs or Swines, both of which are found in the final floor of Midlight’s Deep (Terminus). Once you have one, simply 
leave them in your party and watch as it multiplies. After enough time passes, a Wild Boar should eventually appear. From there, you should 
take him into battle and Poach him. A cruel thing to do to a friend for sure, but the rewards for such a betrayal are rather high. Poaching Wild 
Boars is the only way to obtain the Ribbon and the Fallingstar Bag. 



















From Chapter 2 onward, taverns begin offering errands for you to complete. They do nothing to help continue the progression of the game’s 
story, but they do offer Gil and JP rewards upon completion. Characters that have a significant role in the games story cannot partake in 
these quests. Only the units hired from the Warrior s Guild in your group can complete them. The success of each errand relies on the Job 
of the unit tackling it, and also their Brave and Faith rating. The amount of JP your unit receives is related to the compatibility of their Job 
to the errand. The Gil awarded is 
determined by either your unit’s 
Brave or Faith rating. It is worth 
your time to send any unit’s that 
you are not frequently using in 
battle out on these quests. Doing 
so not only gives them purpose, but 
also allows them to build JP when 
they are not being used for combat. 



UNDERSTANDING THE ERRAND TABLE 

The following table includes data for the 96 errands in the game. The “Availability” column shows when the errand becomes available. The 
“Price” column shows the cost of the information needed to start the errand. “Days” indicates the minimum and maximum amount of days 
your generic characters can be hired for. “Factor” shows whether the errand is affected by a unit’s Bravery or Faith (higher the rating the 
better). “Suggested” indicates which job is the most compatible for the errand. Finally, the “Reward” column shows the reward acquired when 
the task is completed successfully. 


Lionel Castle Availability 

f Price 

Days Factor 

Suggested | Reward 

My Little Carrot Chapter 2 100 1 

The Dawn Queen Chapter 3 100 

15-16 

08-12 Fa 

Orator Gil 

Gil 


4 

f 


Take note that any task with a Zodiac sign in the “Availability” 
column means that the errand is only accessible during that time 
of the Zodiac. There also several errands that only open up after 
specific battlefields have been cleared (Like Limberry Castle or the 
Monastery Vaults). 


Time Travel 

A day in time passes for every point you move to on the world 
map. A quick way to speed up the progress of an errand is to 
move between two blue points (cities) until the time period for 
the errand expires. 
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1 The Maqick City of Gariland 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

Miner’s Tale 

Chapter 2 

600 

08-11 

Bravery 


Gil 

Shoreline Defense 

Chapter 2 

3050 

08-09 


Monk 

Gil 

Stolen Tomes 

Chapter 3 

11000 

12-16 

Faith 


Gil 

Arithmetic Tutor Wanted 

Chapter 4 

50 

10-13 


Arithmetician 

Gil 

The Gariland Magick Melee 

Chapter 2/Virgo 

0 

14-16 


Black Mage 

Artefact 
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I Eagrose Castle 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

Mount Gulg Mother Lode 

Chapter 2 

3100 

15-16 

Faith 

Chemist 

Artefact 

Minstrel in Distress 

Chapter 3 

50 

13-16 


Orator 

Gil 

Mameco the Minstrel 

Chapter 3 

0 

15-16 


Arithmetician 

Gil 

Guard Duty 

Clear Monastery 
Vaults - First Level 

2000 

11-13 


Black Mage 

Artefact 

Hellspawned Beast 

Chapter 4 

1000 

14-15 



Gil 

Metamorphosed Misery 

Chapter 4 

1100 

15-16 



Gil 

Zerro Strikes Again 

Clear Zerro’s Return 
(Lesalia) 

5000 

08-09 

Faith 

Knight 

Artefact 

Ancient Wonder 

Clear Limberry Castle 

200 

13-14 

Bravery 




I The Merchant City of Dorter 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

Old Toppa’s Will 

Chapter 2 

600 

11-13 


Summoner 

Gil 

Frontier Marathon 

Chapter 3 

0 

14-16 

Bravery 

Wonder 

Second Frontier Marathon 

Chapter 3 

0 

14-16 

Bravery 

Wonder 

Third Frontier Marathon 

Chapter 3 

0 

14-16 

Bravery 

Wonder 

Count Minimas 

Chapter 4 

600 

12-14 


Thief 

Artefact 

Count Minimas 2 

Clear Count Minimas 

1000 

12-15 


Thief 

Artefact 

Count Minimas 3 

Clear Count Minimas 

2 

600 

11-12 


Knight 

Gil 


1 The Castled City of laland 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

The Hindenburg 

Chapter 2 

100 

08-15 

Bravery 

Geomancer 

Gil 

Zaland Embassy Antiques 

Chapter 2 

6000 

10-12 

Faith 

Monk 

Artefact 

Lorraide Mine 

Chapter 3 

1100 

10-14 

Bravery 


Gil 

The Siedge Weald 

Clear Monastery 

Vaults - First Level 

1100 

11-13 

Bravery 


Wonder 

Cattedona 

Clear Limberry Castle 

500 

14-15 


Orator 

Artefact 

The Zaland Melee 

Aries 

0 

14-16 


Monk 

Artefact 


1 Lionel Castle 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

My Little Carrot 

Chapter 2 

100 

15-16 

Orator 

Gil 

The Dawn Queen 

Chapter 3 

100 

08-12 

Faith 


Gil 

Zerro’s Challenge 

Chapter 3 

50 

08-09 

Knight 

Artefact 

Trick of the Light 

Clear Monastery 
Vaults - First Level 

1050 

14-15 

Bravery 


Wonder 

Fenland Mystery 

N Clear Monastery 
Vaults - First Level 

1100 

13-14 

Bravery 


Wonder 

Father’s Nightmare 

** Chapter 4 

1500 

15-16 


Knight 

Artefact 

Lionel Emissary 

Clear Limberry Castle 

4000 

14-15 

Bravery 


Artefact 


1 The Clockwork City of Goug 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

Miner Shortage 

Chapter 2 

100 

07-09 

Faith 

Squire 

Gil 

Mesa’s Legacy 

Chapter 3 

10000 

10-13 



Gil 

Clockwork Faire 

Chapter 3 

100 

11-13 


Chemist 

Artefact 

The Durga 

Chapter 4 

100 

11-14 

Bravery 

Knight 

Artefact 

Devil in the Dark 

Chapter 4 

3050 

08-10 


Black Mage 

Gil 

I Artificers’Contest 

Chapter 2/ Sagittarius 

0 

14-16 


Chemist 

Gil 


1 The Port City of Wariilis 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

The Highwind 

Chapter 2 

1050 

05-08 

Bravery 

Time Mage 

Gil 

Merchant's Regret 

Chapter 3 

2000 

14-15 

Bravery 


Wonder 

Rain-Swept Slopes 

Chapter 4 

600 

13-16 

Bravery 

Dragoon 

Wonder 

In the Darkness 

Chapter 4 

1500 

12-14 

Monk 

Gil 

True Romance 

Clear Lettre d'amour 

0 

08-12 


Artefact 

Wandering Gambler 1 

Chapter 4 

15000 

09-12 

Dancer 

• Gil 


1 The Mining Town of Gollund 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

Old Toppa’s Will 

Chapter 3 

8000 

11-13 

Faith 

Knight 

Gil 

Coal Miners Wanted 

Chapter 4 

50 

04-06 

Faith 

Gil 

More Coal Miners Wanted 

Chapter 4 

150 

04-06 

Bravery 

Artefact 

Lamzen the Adventurer 

Chapter 4 

1100 

12-16 

Bravery 

Artefact 

Twilight Gustkov 

Clear Limberry Castle 

1000 

14-15 

Summoner 

Gil 

Terror’s Maw 

Clear Limberry Castle 

15C0 

13-14 

Black Mage 

Gil 

Miner’s Dream 

Clear Terror’s Maw 

150 

12-14 

Faith 

Gil 

















Availability 

Price 

Days 

Factor 

Suggested 

Reward 

Salvage Expedition 

Chapter 3 

3000 

10-14 

Faith 

Monk 

Artefact 

Abandoned Mine 

Chapter 3 

1000 

10-14 

Faith 

Chemist 

Artefact 

Frontier Expedition 

Chapter 4 

5000 

10-14 

Bravery 


Wonder 

Zerro’s Return 

Clear Zerro Strikes 
(Zeltenia) 

500 

08-09 

Faith 

Knight 

Artefact 

Ducal Disaster 

Clear Limberry Castle 

6000 

15-16 



Gil 

Young Lord Pappal 

Clear Ducal Disaster 

3000 

12-15 


Dragoon 

Gil 

Cries in the Dark 

Clear Limberry Castle 

3050 

08-11 



Gil 


1 Riovanes Castle 

Availability 

Price 

Gleddia Isle 

Chapter 4 

4000 

Foundered Vessel 

Clear Gleddia Isle 

0 

Fia’s Wish 

Chapter 4 

3000 

Secret Society 

Chapter 4 

600 

Lettre d'amour 

Chapter 4 

0 

Historic Revolt 

Clear Limberry Castle 

3050 

Tutoring 

Clear Limberry Castle 

200 


The Free City of Bervenia 


Endless Caverns 
Past Glory 
Beddha Sandwaste 
Adventurers Wanted 
Shadows from the Past 
The Behemoth 


Zeltennia Castle 


Rhana Strait 

Zerro Strikes 

Nightwalker 
Dredge Work 
Missing Boy 
Appraisal 


The Trade City of Sal Ghidos 


Himca Cliffs 
Ore of the Gods 

Death’s Gorge 

The Typhoon 
Beastly Trail 


Availability 


Chapter 4 
Chapter 4 
Chapter 4 
Chapter 4 
Chapter 4 
Clear Limberry Castle. 


Availabili 


Chapter 4 
Clear Zerro’s 
Challenge (Lionel) 
Chapter 4 

Clear Limberry Castle 
Clear Limberry Castle 
Clear Limberry Castle 


Availabili 


Chapter 4 
Chapter 4 

Clear Limberry Castle 
Clear Limberry Castle 
Clear Limberry Castle 
Clear Limberry Castle 


\ - 


8000 

500 

550 

100 

3050 

500 


3100 

100 

3050 

1000 

3500 

550 


09-11 

08-13 

12-14 

02-03 

10-12 

08-10 

08-12 


12-14 

07-15 

11- 15 
08-12 

12- 15 

13- 15 


09-13 

08-09 

08-12 

06-10 

15-16 

08-09 


08-12 


HSJ 

Faith 

Faith 


Faith 

Bravery 

Bravery 

Bravery 

Bravery 


Bravery 

Faith 

Bravery 


Faith 


10000 


11-13 


Suggested 


Chemist 


Squire 


Chemist 


Suggested 


Suggested 


Squire 


13000 

09-11 

Bravery 


13000 

09-14 

Bravery 


11000 

10-13 


Dragoon 



Artefact 

Artefact 

Wonder 

Wonder 

Wonder 

Gil 


Artefact 

Artefact 

Gil 

Gil 

Gil 

Artefact 


Artefact 

Artefact 


Gil 

Gil 

Gil 


f The Walled Citv of Yardrow 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

Diving Expedition 

Clear Monastery 

Vaults - First Level 

5000 

10-14 

Bravery 

Archer 

Gil 

The Falcon 

Chapter 4 

3500 

07-07 

Bravery 

Geomancer 

Artefact 

Salvage Work 

Clear Limberry Castle 

0 

09-14 

Faith 

Gil 

Coal Mining Expedition 

Clear Limberry Castle 

1000 

10-14 

Faith 

Gil 

Second Coal Mining Expedition 

Clear Coal Mining 
Expedition 

1000 

10-14 

Faith 

Artefact 

The Yardrow Melee 

Cancer/ Clear 
Monastery Vaults 
- First Level 

0 

14-16 


Squire 

Artefact 


Suggested 

Reward 

Geomancer 

Artefact 

Geomancer 

Gil 


Gil 

Ninja 

Gil 

Bard 

Artefact 


Artefact 

Summoner 

Gil 




11 imhorni Hactlp 

Availability 

Price 

Days 

Factor 

Suggested 

Reward 

Lake Poescas Depths 

Clear Limberry Castle 

1500 

08-13 

Bravery 

Dragoon 

Wonder 

Cellar Dungeon 

Clear Limberry Castle 

3000 

11-13 

Bravery 

Squire 

Wonder 

Zerro’s Final Heist 

Clear Zerro Strikes 

Again (Eagrose) 

10000 

08-09 



Gil 

Uninvited Guests 

Clear Limberry Castle 

3050 

08-13 



Gil 

Gysahl Greens 

Clear Limberry Castle 

100 

02-04 



Artefact 

Wandering Gambler 2 

Clear Limberry Castle 

15000 

11-13 


Mime 

Gil 





















Before clashing with rivals in battle, a military tactician uses knowledge of their enemy’s assets to fortify their units with the best equipment possible. The same 
concept applies to arming your units in Final Fantasy Tactics. With every new battle comes a new threat. Counter your opponents attack plan by outfitting your 
ranks with items that can be used hinder your enemy’s attack options. 

Welcome to the item and equipment list, a vast collection of data formulated to help you find and equip the best armaments possible. Use these lists in 
combination with the Job sections to help find an equipment combination that best suits each character in your group. If you are looking for a particular item t 
you are having trouble finding, these lists should help you in your quest for better wares. 


WEAPONS c - 


KNIVES 




Equipped By: Squire, Chemist, Thief, Orator, Ninja, Dancer, Onion Knight, Game Hunter, Sky Pirate, Templar 
Weapon Damage Formula: (PhysicalAttack + Speed) + 2 x Weapon Power 


Wiwim 


The Knife is dependant on the user’s Speed rating to inflict worthwhile damage. This works well with the Thief’s overall high Speed rating. Unfortunately, 
since Knives carry such a low Weapon Power, and since Speed is such a difficult stat to improve, Knives quickly become outclassed in Chapter’s 3 and 4. This 
weapon can be used with the Dual Wield ability to improve its overall damage potential. 
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! Item Name 

Weapon Power 

Physical Evade 

Location 

Cost 

Attributes 

Dagger 


3 

5 

Shop 

100 

- 

Mythril Knife 


4 

5 

Shop 

500 

— 

Blind Knife 


4 

5 

Shop 

800 

Effect: Blind 

Mage Masher 


4 

5 

Shop 

1,500 

Effect: Silence 

Platinum Dagger 


5 

10 

Shop 

1,800 

- 

Main Gauche 


6 

40 

Shop 

3,000 

- 

Orichalcum Dirk 


7 

5 

Shop 

4,000 

- 

Assassin’s Dagger 


7 

5 

Shop 

5,000 

Effect: Doom 

Air Knife 


10 

5 

Shop 

8,000 

Element: Wind 

Zwill Straightblade 



j 10 

Poach: Plague Horror 

12,000 

Effect: Sleep 




SWORDS 


A 




Equipped By: Squire, Knight, Geomancer, Dark Knight, Holy Knight, Sword Saint, 

Onion Knight, Game Hunter, Divine Knight, Sky Pirate, Templar, Soldier 
Weapon Damage Formula: Physical ATK x Weapon Power 


Though not incredibly powerful, Swords are an effective weapon class that many units can use. Ignoring their lackluster attack power in the beginning, many 
swords carry special effects and abilities. The Blood Sword, for instance, drains your opponent’s HP, while the Ancient Sword occasionally inflicts Immobilize 
on unsuspecting foes. Swords can also be used with the Dual Wield ability for extra damage. 
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1 Item Name 

Weapon Power Physical Evade Location 

Cost Attributes 


Nagnarok 

1 

50 

Poach: Swine 

10 Effect: Toad 


Broadsword 

4 

5 

Shop 

200 - 


Long Sword 

5 

10 

Shop 

500 - 


Iron Sword 

6 

5 

Shop 

900 - 


Mythril Sword 

7 

8 

Shop 

1.800 - 


Blood Sword 

8 

5 

Poach: Greater Hydra 

2.500 Absorbs HP 


Coral Sword 

8 

5 

Shop 

3.300 Element: Lightning 


Ancient Sword 

9 

5 

Shop 

5.000 Effect: Immobilize 


Sleep Blade 

9 

5 

Shop 

5,000 Effect: Sleep 


Diamond Sword 

10 

10 

Shop 

8.000 - 


Materia Blade 

10 

10 

Mount Bervenia 

0 Enables Cloud to use “Limit" abilities. 


Platinum Sword 

12 

10 

Shop 

11,000 - 

Icebrand 

13 

10 

Shop 

14,000 Element: Ice, Effect: Blizzara 


Runeblade 

14 

15 

Shop 

20,000 ATK: Mag+2 


Moonblade 

20 

15 

Rendezvous Mode 

0 Equip: Haste 


Onion Sword 

50 

15 

Melee Mode 

0 Onion Knight Only 































QWQRDfi 


Equipped By: Knight, Dark Knight, Holy Knight, Sword Saint, Onion Knight, Game Hunter, Divine Knight, Sky 
Pirate , Templar 

Weapon Damage Formula: PhysicalATK x Brave * 100 x Weapon Power 


This special class of weaponry is designed only for unique characters and “Knight” classes. Though the list is small, every weapon within this category is 
useful because of the high attack power and the tendency to cam' positive status effects. Additionally, the attack rating of a Knight’s Sword is affected by 
the user’s Bravery. Characters with a high Bravery rating carry the possibility of inflicting massive damage with this weapon class. If that wasnt enough, 
these weapons even carry an unusually high Physical Evade rating too, helping your unit’s defense capabilities in a big way. This weapon can be used with 
the Dual Wield ability. 
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! Item NamP 

Weapon Power 

Physical Evade Location 

Cost 

Defender 



Poach: Elder Treant 

40,000 

Save the Queen 

18 

30 

Comes equipped to Meliadoul 

0 

Excalibur 

21 

35 

Midlight’s Deep. “The Oubliette” 

10 

Ragnarok 

24 

20 

Midlight’s Deep, “The Switchback” 

0 

Durandal 

26 

40 

Rendezvous Mode 

0 

Chaos Blade 

40 

20 

Midlight's Deep, “Terminus” 

0 


Equip: Protect 

Equip: Haste, Absorbs: Holy, Boosts: Holy 
Equip: Shell 

Element: Holy, Equip: Shell, Protect 
Equip: Regen, Effet: Stone 


V 



BOWS 
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Equipped By: Archer, Onion Knight, Sky Pirate 

Weapon Damage Formula: (PhysicalATKx Speed) t 2 x Weapon Power 


The Bow is a weapon that fires projectiles and is used to hit enemies from a distance. The distance it fires is based on how high the user is on the field. The 
calculation for their firing distance is: 5 ♦ (User’s Height - Target’s Height) + 2. To hit the target, a Bow’s firing path cannot be obstructed. The user can 
fire in an arc to compensate for some obstacles nearby. In regards to their attack power, the damage that Bows cause is calculated from the users Speed star. 
Wearing accessories that increase Speed is a good way to help the overall effectiveness of the Bow. Finally, although the Archer is not necessarily a very strong 
class, Onion Knights can equip Bows. Their combination of absurdly high Physical ATK and Speed easily makes them the best B ow wteldmg class available. 




Item Name 

Weaoon Power 

Physical Evade Location 

Cost Attributes 

Longbow 

4 

N 0 

Shop 

800 - 

Silver Bow 

5 

*o 

Shop 

1,500 - 

Ice Bow 

5 

0 

Shop 

2,000 Element: Ice 

Lightning Bow 

6 

0 

Shop 

3.000 Element: Lightning Effect: Thundara 

Mythril Bow 

7 

0 

Shop 

5,000 - 

Windslash Bow 

8 

0 

Shop 

8.000 Element: Wind 

Artemis Bow 

10 

0 

Poach: Behemoth King 

22,000 - 

Yoichi Bow 

12 

0 

Midlight’s Deep, “The Hollow” 

0 - 

Perseus Bow 

16 

0 

Midlight’s Deep, “The Switchback” 

0 - 

Sagittarius Bow 

24 

0 

Rendezvous Mode 

0 


I c 


CROSSBOWS 
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Equipped By: Archer, Onion Knight, Divine Knight, Sky Pirate 
Weapon Damage Formula: Physical ATK x Weapon Power 


When compared with Bows, Crossbows sacrifice power and attack range for a minor Physical Evade improvement. This is hardly worth the trade m most 
cases, so stick with Bows and Guns as your ranged weapons of choice. 
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Bowgun 
Knightslayer 
Crossbow 
Poison Bow 
Hunting Bow 
Gastrophetes 


3 

3 

4 
4 
6 

10 


Shop 

Shop 

Shop 

Shop 

Shop 

Shop 


400 - 

1,500 Effect: Blind 

2,000 - 

4,000 Effect: Poison 
8,000 - 
20,000 - 


197 









































LklAJ » Al-U-I M AAAii J |,J i -ju»A-l » ^ 


4 4 i. 



Equipped By: Mystic, Arithmetician, Skyseer, Nether seer, Onion Knight 
Weapon Damage Formula: Magick ATK x Weapon Power 


This weapon has a two panel attack range, enabling the user to attack a unit carrying a short range weapon without the fear of a counter attack (First Strike, 
Counter, Counter Tackle, etc). Also, the damage formula for Poles is calculated with the user's Magick Attack rating and not their Physical Attack. This is 
helpful for mage classes, since their MA rating is usually much higher then their Physical ATK. Unfortunately, this weapon cannot be used with the Dual 
Wield ability, but Doublehand can be used to increase its power. 
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■I Item Name 

Weapon Power 

Physical Evade Location 

Cost Attributes 

Cypress Pole 

6 

20 

Shop 

1,000 - 

Battle Bamboo 

7 

20 

Shop 

1,400 - 

Musk Pole 

8 

20 

Shop 

2,400 - 

WEAPONS | ron f an 

9 

20 

Shop 

4,000 - 

Gokuu Pole 

10 

20 

Shop 

7,500 Effect: Atheist 

Ivory Pole 

11 

20 

Shop 

10,000 - 

Eight-fluted Pole 

12 

20 

Shop 

20,000 Removes: Blind, Silence, Oil, Toad, Poison, Slow, Stop, Immobilize, 
Disable 

Whale Whisker 

16 

■ 20 

Poach: Tiamat 

37,000 - 


1 




Equipped By: Squire , Geomancer , Knight , Onion Knight 

Weapon Damage Formula: (Any number between 1 and characters max Physical ATK) x Weapon Power 



Don’t be fooled by the Axe’s unusually high attack power when the game first starts. Their damage formula takes a random number anywhere between 1 
and the user’s Physical ATK and multiplies it by the Axes Weapon Power. This makes the damage output of the Axe extremely erratic. Additionally, the 
maximum damage they can inflict isn’t that much more than the other weapons available at the time, making the risk hardly worth your time. This weapon 
can be used with the Dual Wield ability. 
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Item Name 

Weapon Power 

Physical Evade Location 

Cost Attributes 

Battle Axe 

\9- 

0 

Shop 

1,500 - 

Giant’s Axe 

.l 2 

0 

Shop 

4,000 - 

Slasher 

T6 

0 

Shop 

12,000 Effect: Slow 

Francisca 

24 

0 

Melee Mode 

0 

Golden Axe 

30 

0 

Rendezvous Mode 

0 


FLAILS 


4 


Equipped By: Squire, Ninja , Onion Knight , Dark Knight, Game Hunter 

Weapon Damage Fomnda: (Any number between 1 and characters max Physical ATK) x Weapon Power 


Similar to the Axe, the Flail has an extremely erratic damage output. They also completely lack any improvement in the Physical Evade category. It is highly 
recommended that you avoid equipping Flails. This weapon can be used with the Dual Wield ability. 
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Item Name Weapon Power Physical Evade Location Cost Attributes 


Iron Flail 
Flame Mace 
Morning Star 
Scorpion Tail 
Vesper 


9 

11 

16 

23 

36 


0 Shop 1,200 - 

0 Shop 4.000 Element: Fire, Effect: Fira 

0 Shop 9,000 - 

0 Poach: Greater Hydra 40,000 - 

0 Melee Mode 0 
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KATANA 
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Equipped By: Samurai, Onion Knight, Sword Saint 

Weapon Damage Formula: Physical ATK x Brave ^ 100 x Weapon Power 


The Katana carries all of the positives that the Knight s Sword has, lacking only the amazing status effects that come packed with them. They are also the key 
component to using the Samurai’s Iaido ability. This alone is enough to warrant their purchase. This weapon can be used with the Dual Wield ability. 
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Item Name 

Weapon Power 

Physical Evade 

Location 

Cost Attributes 

' I 

Ashura 


15 

Shop 

1,600 - 


Kotesu 

8 

15 

Shop 

3,000 - 


Osafune 

9 

15 

Shop 

5,000 - 


Murasame 

10 

15 

Shop 

7,000 - 


Ama-no-Murakumo 

11 

15 

Shop 

8,000 - 


Kiyomori 

12 

15 

Shop 

10,000 - 


Muramasa 

14 

15 

Shop 

15,000 - 


Kiku-ichimoji 

15 

15 

Shop 

22,000 - 


Masamune 

18 

15 

Steal: Elmdore 

0 - 


Chirijiraden 

25 

15 

Midlight’s Deep, “Terminus" 

0 - 
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NINJA BLADES 






Equipped By: Ninja, Onion Knight, Sword Saint 

Weapon Damage Formula: (PhysicalATK + Speed) +2 x Weapon Power 



Ninja Blades rely on both the user’s Speed and Physical Attack power to calculate damage. This makes them very' useful when used in combination with 
Speed enhancing accessories. They are also very' powerful when attached to characters like Balthier, whose Speed rating is extremely high. In regards to 
unique weapons in this class, the Orochi drains the HP damage dealt to an enemy and adds it to the user s HP pool. Conversely, this happens to give undead 
creatures HP instead, making it possible to use the weapon to rejuvenate allied undead monsters. Attach Dual Wield and a Blood Sword to the user to 

increase the amount of HP healed on an Undead ally. 
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Item Name Weannn Power 

Physical Evade 

Location 

Cost Attributes 

Ninja Blade 



Shop 

3,000 - 

Kunai 

9 

\ 5~" 

Shop 

5,000 - 

Kodachi 

10 

at 

Shop 

7,000 - 

Ninja Longblade 

12 

5 

Shop 

10,000 - 

Spellbinder 

13 

5 

Shop 

16,000 Efect: Disable 

Sasuke’s Blade 

14 

15 

Nelveska Temple 

0 - 

Koga Blade 

15 

5 

Midlight’s Deep, “The Crossing" 

0 - 

Iga Blade 

15 

10 

Midlight’s Deep, “The Oubliette" 

0 - 

Orochi 

20 

5 

Melee Mode 

0 Absorbs HP 

Moonsilk Blade 

26 

5 

Melee Mode 

0 
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GUNS 




Equipped By: Chemist, Orator , Machinist, Sky Pirate, Onion Knight 
Gun Damage Formula: Weapon Power x Weapon Power 

Magick Gun Damage Formula: The Glacial, Blaze, and Blaster guns all cast a level 1~3 elemental spell at random; 

Level 1 60% of the time. Level2 30%, or Level 310%. Which level ofspell the gun 
casts changes the formula for their damage calculation to: 

(14 or 18 or 24) x Faith + 100 x Targets Faith + 100 x Weapon Power 


Like Bows and Crossbows, Guns are a long-range weapon. They require a clear line of sight to successfully hit an enemy, and unfortunately cannot fire in an a 
like Bows can. However, they are not subject to the target’s evasion rating, making their accuracy perfect in comparison to the Bow. The Gun category also has 
a unique set of Guns that inflicts only magick damage. This makes them very useful when equipped to mage classes (use the Orator’s Equip Guns ability), who 
can’t rely on Physical ATK to improve the damage of their weapons. Like all ranged weapons, Guns cannot be used with Dual Wield. 


litem Name 

Weapon Power 

Physical Evade Location 

Cost Attributes 

Romandan Pistol 

6 

5 

Comes with Mustadio 

5.000 - 

Mythril Gun 

8 

5 

Shop 

15,000 - 

Ras Algethi 

12 

5 

Comes with Mustadio 

0 

Stoneshooter 

16 

5 

Poach: Dark Behemoth 

10 Equip: Stone 

Fomalhaut 

18 

• 5 

Melee Mode 

0 

Glacial Gun 

20 

5 

Midlight’s Deep, “The Crevasse" 

0 Element: Ice 

Blaze Gun 

21 

5 

Midlight’s Deep, “The Crevasse" 

0 Element: Fire 

Blaster 

22 

1 " 5 

Midlight’s Deep, “The Palings” 

0 Element: Lightning 


POLEARMS 







Equipped By: Dragoon, Divine Knight, Sky Pirate, Onion Knight 
Weapon Damage Formula: Physical ATK x Weapon Power 


Like Poles, these weapons have a two panel attack range. This allows the user to attack a unit carrying a short range weapon without the fear of counter 
attack. Despite this attacking distance, Polearms can only hit one enemy at a time (the enemy closest to the user). This weapon cannot be used with the 
Wield ability, but Doublehand can be used to increase attack power. 


Dual 


item Name 

Weapon Power 

Physical Evade Location_ 

Cost 

Javelin 

8 

10 

Shop 

1,000 

Spear 

' $ 

10 

Shop 

2,000 

Mythril Spear 

10 

10 

Shop 

4,500 

Partisan 

11 

10 

Shop 

7,000 

Obelisk 

12 

10 

Shop 

10,000 

Holy Lance 

14 

10 

Poach: Sekhret 

36,000 

Dragon Whisker 

17 

10 

Poach: Red Dragon 44.000 

Gae Bolg 

24 

15 

Melee Mode 

0 

Gungnir 

29 

15 

Rendezvous Mode 

0 

Javelin (strong) 

30 

10 

Nelveska Temple 

0 




Element: Holy, Effect: Holy 


Element: Lightning 


STAVES 


A yAfejAfe 





Equipped By: White Mage, Time Mage, Summoner, Mystic, Sky seer, Netherseer, Onion Knight 
Weapon Damage Formula: Magick ATKx Weapon Power 


Despite the ability to factor in the user’s Magick ATK to determine the damage output, Staves should be selected based on their attributes. Many of the later 
Staves boost MA, which is helpful for spell casting. 
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Item Name 

Weapon Power 

Physical Evade Location 

Cost 

Attributes 

Oak Staff 

3 

15 

Shop 

120 

- 

White Staff 

3 

15 

Shop 

800 

Removes: Doom 

Healing Staff 

4 

15 

Shop 

4,000 

Restores HP of those it hits 

Serpent Staff 

5 

15 

Shop 

2,200 

- 

Mage’s Staff 

4 

15 

Shop 

4,000 

ATK: Mag+1 

Golden Staff 

6 

15 

Shop 

7,000 

- 

Zeus Mace 

6 

15 

Midlight’s Deep, “The Hollow” 

0 

ATK: Phys+2. Mag+1 

Staff of the Magi 

7 

15 

Midlight’s Deep, “The Crossing" 

0 

- 

Nirvana 

5 

15 

Melee Mode 

0 

Element: Holy, ATK: Mag+3 

Dreamwaker 

5 

15 

Rendezvous Mode 

0 

ATK: Mag+4 


























RODS 








Equipped By: Black Mage, Summoner, Mystic, Onion Knight 
Weapon Damage Formula: Physical ATKx Weapon Power 



Similar to Staves, Rods should be selected based on their attributes and not their Weapon Power. Many Rods invoke spells when used in 


combat, while others improve the users MA rating. 
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i Item Name 

Weapon Power 

Physical Evade Location 

Cost Attributes 


Rod 

3 

20 

Shop 

200 - 

j§2gV&X 

Thunder Rod 

3 

20 

Shop 

400 Element: Lightning, Boosts: Lightning, Effect: Thunder 

E 

Flame Rod 

3 

20 

Shop 

400 Element: Fire, Boosts: Fire, Effect: Fire 

6 

Ice Rod 

3 

20 

Shop 

400 Element: Ice, Boosts: Ice, Effect: Blizzard 

S- • 

Poison Rod 

3 

20 

Shop 

500 Effect: Poison 

S * 

Ik 

Wizard’s Rod 

4 

20 

Shop 

8,000 ATK: Mag+2 

Dragon Rod 

5 

20 

Poach: Blue Dragon 

12,000 - 

Rod of Faith 

5 

20 

Midlight’s Deep, “The 
Catacombs" 

0 Equip: Faith, Effect: Faith 

o 

Stardust Rod 

5 

20 

Rendezvous Mode 

0 Effect: Gravity, ATK: Mag+3 


Crown Scepter 

5 

20 

Rendezvous Mode 

0 ATK: Mag+4 



A 


BOOKS 



effects that other weapons bring into the equation. This easily makes them one of the worst weapon classes to choose from. 


Item Name 

Weapon Power Physical Evade Location 

Cost Attributes 

Battle Folio 


15 

Shop 

3,000 - 

Bestiary 

8 

15 

Shop 

6,000 - 

Papyrus Codex 

9 

15 

Shop 

10,000 - 

Omnilex 

11 

15 

Poach: Greater Malboro 

30,000 - 

\ - 




L 
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INSTRUMENTS 


Equipped By: Bard, Onion Knight 

Weapon Damage Formula: (PhysicalATK + MagickATK) -r 2 x Weapon Power 



Instruments are similar to Books in the way they can be used to attack. They carry a higher attack power though and usually carry status effects. Even still, 
Instruments are still fairly weak compared to other weapons. 


Item Name 

Weapon Power 

Physical Evade Location 

Lamia’s Harp 

10 

10 

Shop 

Bloodstring Harp 

13 

10 

Shop 

Faerie Harp 

15 

10 

Poach: Treant 




5,000 Effect: Confuse 
10,000 - 
0 Effect: Charm 


CLOTHS 




Equipped By: Dancer, Onion Knight 

Weapon Damage Formula: (Physical ATK + MagickATK) +2 x Weapon Power 


Again, Cloths are similar to both Books, and Instruments, but without the status ailments. Like Books, these weapons may not be the best ones to equip. 



Item Name 

Weapon Power 

Physical Evade Location 

Cost Attributes 

Damask Cloth 

8 

50 

Shop 

7,000 - 

Cashmere 

10 

50 

Shop 

15,000 - 

Wyrmweave Silk 

15 

[ 50 

Poach: Tiamat 

40,000 - 
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Equipped By: Female units 

Weapon Damage Formula: (Any number between 1 and characters max Physical ATK) x Weapon Power 


Bags can be equipped by all female units. Reis, starts with a Bag, her initial job will not allow her to equip any other type of weapon. However, Bags carry the 
same erratic damage formula that Axes and Flails have, immediately destroying their dependability in batde. 







1 Item Name 

Weapon Power 

Physical Evade 

Location 

Cost 

Attributes 

Croakadile Bag 

10 

0 

Shop 

53.000 

ATK: Mag+1 

Pantherskin Bag 

12 

0 

Shop 

52,000 

Equip: Regen 

Hydrascale Bag 

14 

0 

Shop 

58,000 

Speed +1 

Fallingstar Bag 

20 

1 0 

Poach: Wild Boar 

60,000 

- 


FELL SWORDS 


4 4 * M 4 4 4 M 4 
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Equipped By: Dark Knight, Onion Knight 

Weapon Damage Formula: Physical ATK x (100 —Faith) ±100 x Weapon Power 


The Dark Knight s unique weapon class is incredibly potent. Every item in this category has a high attack power along with a potent status ailment. They 
SLITS also have a damage formula that’s affected by the user’s Faith level (the lower the Faith, the more damage a Fell Sword inflicts). The only advantage the Fell 

Sword does not have over the Knight’s Sword is a high Physical Evade statistic. 




A 


1 Item Name 

Weapon Power 

Physical Evade 

Location 

Cost 

Attributes 

Chaosbringer 

16 

0 

Melee Mode 

0 

Element: Dark, Effect: Blind 

Deathbringer 

20 

0 

Rendezvous Mode 

0 

Element: Dark, Effect: Doom 

Arondight 

24 

0 

Melee Mode 

0 

Element: Dark, Effect: Slow 

Balmung 

32 

0 

Melee Mode 

0 

Element: Dark, Effect: Stop 

Valhalla 

40 

0 

Rendezvous Mode 

0 

Element: Dark, Effect: KO 


SUITS 


CLOTHING : 


Equipped By: Squire, Chemist, Archer, White Mage, Black Mage, Time Mage, Summoner, Thief, Orator, Mystic, 
Geomancer, Ninja, Arithmetician, Bard, Dancer, Onion Knight, Dark Knight, Skyseer, Netherseer, 
Sword Saint, Divine Knight, Sky Pirate, Soldier, Game Hunter 


Clothing often has a combination of both HP and MP boosts. Much of the later clothing will offer status effects that compliment your units in various ways. 
Since most enemies deal absurdly high amounts of damage later in the game, your evade rating becomes more important than your HP amount. Because of 
this, the status effects that items of clothing grant make them more useful than heavy armor, which only offers HP bonuses. 
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Item Name 
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Clothing 

5 

0 

Shop 

150 - 

Leather Clothing 

10 

0 

Shop 

300 - 

Leather Plate 

18 

0 

Shop 

500 - 

Ninja Gear 

20 

0 

Midlight's Deep. "The Palings" 

0 Speed +2, Equip: Invisible 

Ringmail 

24 

0 

Shop 

900 - 

Mythril Vest 

30 

0 

Shop 

1,500 - 

Adamant Vest 

36 

0 

Shop 

1,600 - 

Wizard Clothing 

42 

15 

Shop 

1,900 - 

Brigandine 

50 

0 

Shop 

2,500 - 

Jujitsu Gi 

60 

0 

Shop 

4,00 ATK: Phys+1, Immune: KO 

Power Garb 

70 

0 

Shop 

7,000 ATK: Phys-f2 

Gaia Gear 

85 

10 

Shop 

10,000 Absorbs: Earth, Boosts: Earth 

Black Garb 

100 

0 

Shop 

12,000 Immune: Stop 

Mirage Vest 

120 

0 

Rendezvous Mode 

0 Speed +1, Immune: Poison, Stone, Sleep 

Minerva Bustier 

120 

0 

Melee Mode 

0 Negates: Fire, Lightning, Wind, Dark 





Halves: Ice, Water, Earth, Holy 

Females Only 

Rubber Costume 

150 

30 

Poach: Hydra 

48,000 Negates: Lightning 

Brave Suit 

160 

40 

Melee Mode 

0 Equip: Reraise, Regen 
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Equipped By: Knight, White Mage, Black Mage, Time Mage, Summoner, Orator, Mystic, Geomancer, Dragoon, 

Samurai, Arithmetician, Onion Knight, Dark Knight, Skyseer, Netherseer, Sword Saint, Sky Pirate, 
Game Hunter, Machinist, Holy Knight, Templar, Divine Knight 


Robes are mostly used to help mage classes. All of them raise MP to some degree, along with adding Magick Attack bonuses and other positive properties. 
For instance, the Chameleon Robe absorbs Holy damage and turns it into rejuvenated HP. This may not seem useful at first because it is a really rare 
occurrence when an enemy uses an attack with the Holy element. However, when combined with a mage using Arithmeticks, a caster can target every unit on 
the field with Holy, friend or foe, and any friendly unit wearing the robe will gain HP from the attack (while the enemy takes damage). Abilities like this can 
be a huge advantage in battle. 
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Item Name 

HP+ 

MP+ 

Location 

Cost 

Hempen Robe 

10 

10 

Shop 

1,200 

Silken Robe 

20 

16 

Shop 

2.400 

Wizard’s Robe 

30 

22 

Shop 

4,000 

Chameleon Robe 

40 

28 

Shop 

5,000 

White Robe 

50 

34 

Shop 

9,000 

Black Robe 

60 

30 

Shop 

13,000 

Luminous Robe 

75 

50 

Shop 

30,000 

Lordly Robe 

100 

80 

Midlight’s Deep, “The 
Switchback” 

0 

Sage’s Robe 

120 

100 

Melee Mode 

0 


ATK: Mag+2 

Immune: KO, Absorbs: Holy 
Halves: Fire, Lightning, Ice 
Boosts: Fire, Lightning, Ice 

ATK: Phys+2, Mag+1. Equip: Protect, Shell 

Halves: Fire, Ice, Lightning, Water, Wind, Earth, Holy, 
Dark 




ARMOR 


Equipped By: Knight, Dragoon, Samurai, Dark Knight, Onion Knight, Templar, Sword Saint, Holy 
Knight, Sky Pirate, Game Hunter, Divine Knight 


Armor adds an amount of HP to the user, and rarely offers status equips or other effects outside of their initial HP increase. They are fairly effective during 
the early chapters of the game, but Armor ends up being outclassed by Clothes later. This is largely due to the importance of special status effects. 
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| Item Name 

HP+ 

MP+ 

Location 

Cost Attributes 

Leather Armor 

10 

0 

Shop 

200 - 

Linen Cuirass 

20 

0 

Shop 

600 - 

Bronze Armor 

30 

0 

Shop 

800 - 

Chainmail 

40 

0 

Shop 

1,300 - 

Mythril Armor 

50 

0 

Shop 

2,000 - 

Plate Mail 

60 

0 

Shop 

3,000 - 

Golden Armor 

70 

0 

Shop 

3.600 - 

Diamond Armor 

80 

0 

Shop 

6,000 - 

Platinum Armor 

90 

0 

Shop 

9,000 - 

Caribineer Mail 

100 

0 

Shop 

13,000 - 

Crystal Mail 

110 

0 

Shop 

19,000 - 

Mirror Mail 

130 

0 

Shop 

18,000 Equip: Reflect 

Genji Armor 

150 

0 

Steal: Elmdore 

10 - 

Grand Armor 

170 

0 

Rendezvous Mode 

0 Equip: Regen, Reraise 

Maximillian 

200 

0 

Midlight's Deep, "The Interstice” 

0 - 

Onion Armor 

250 

0 

Rendezvous Mode 

0 Equip: Reraise, Regen, Protect, Shell, Onion 

Knight Only 


i 
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HEADWEAR 


HATS 
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Equipped By: Squire, Chemist, Archer, White Mage, Black Mage, Time Mage, Summoner, Thief, Orator, Mystic, 
Geomancer, Ninja, Arithmetician, Bard, Dancer, Onion Knight, Soldier, Sky Pirate, Sword Saint, 
Sky seer, Nether seer. Game Hunter, Machinist 


Hats are very similar to Clothes, they grant minor HP and MP along with Physical and Magick ATK and status bonuses. Even though the HP they grant is 
much lower than that of a Helm, the attributes they instate are more than enough to make up for the loss. 





o \ 


Ml 4 

HEADWEARS 
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litem Name 

HP+ 

MP+ 

Location 

Cost Attributes 

Leather Cap 

8 

0 

Shop 

150 - 

Plumed Hat 

16 

5 

Shop 

350 - 

Red Hood 

24 

8 

Shop 

800 - 

Headgear 

32 

0 

Shop 

1,200 ATK: Phys+1 

Wizard’s Hat 

40 

12 

Shop 

1,800 ATK: Mag+1 

Green Beret 

48 

0 

Shop 

3,000 Speed +1 

Headband 

56 

0 

Shop 

5,000 ATK: Phys+2 

Brass Coronet 

60 

100 

Rendezvous Mode 

0 ATK: Mag+3, Immune: Silence 

Celebrant’s Miter 

64 

20 

Shop 

6,000 ATK: Mag+1 

Black Cowl 

72 

0 

Shop 

7,000 - 

Gold Hairpin 

80 

50 

Shop 

12,000 Immune: Silence 

Lambent Hat 

88 

15 

Shop 

16,000 ATK: Mag+1, Speed +1 

Thief’s Cap 

100 

0 

Shop 

35,000 Speed +2, Immune: Immobilize, Disable 

Acacia Hat 

120 

20 

Melee Mode 

0 Speed +2, Immune: Berserk, Charm, Confuse 


HELMS 



i 

SH1LEDS ~_+ 




Just like Armor, Helms improve your HP rating by a substantial amount. They are very good at the beginning stages of the game, but just as with Armor, the 
attribute bonuses that Hats^offer become more useful than just simple HP upgrades. 
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ACCESSORIES 
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i Item Name 

HP+ 

MP+ 

Location 

Cost Attributes 

Leather Helm 

10 

0 

Shop 

200 - 

Bronze Helm 

20 

0 

Shop 

500 - 

Iron Helm 

30 

0 

Shop 

1,000 - 

Barbut 

40 

0 

Shop 

1,500 - 

Mythril Helm 

50 

0 

Shop 

2,100 - 

Golden Helm 

60 

0 

Shop 

2,800 - 

Close Helm 

70 

0 

Shop 

4,000 - 

Diamond Helm 

80 

0 

Shop 

6,000 - 

Platinum Helm 

90 

0 

Shop 

8,000 - 

Circlet 

100 

0 

Shop 

10,000 - 

Crystal Helm 

120 

0 

Shop 

14,000 - 

Genji Helm 

130 

0 

Steal: Elmdore 

0 - 

Grand Helm 

150 

0 

Midlight’s Deep, “The Interstice” 

10 Immune: Blind, Sleep 

Vanguard Helm 

150 

20 

Rendezvous Mode 

0 

Onion Helm 

200 

0 

Melee Mode 

0 Onion Knight Only 
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HAIR ADORNMENT 



Hair Adornment. 
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[item Name 

HP+ 

MP+ 

Location 

Cost 

Attributes 

Cachusha 

20 

0 

Poach: Pig 

20,000 

Immune: Undead, Blind, Silence, Poison, Slow, Immobilize, Disable, Doom, Toad 

Barette 

20 

0 

Remove: Alma 

20,000 

Immune: KO, Stone, Confuse, Vampire, Berserk, Stop, Charm, Sleep, Traitor 

Ribbon 

10 

0 

Poach: Wild Boar 

60,000 

Immune: KO, Undead, Stone, Traitor, Blind, Confuse, Silence, Vampire, Berserk, Toad, Poison, 
Slow, Stop, Charm, Sleep, Immobilize. Disable, Doom 


SHIELDS 
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SHIELDS 


Equipped By: Knight, Dragoon , Samurai, Dark Knight , Onion Knight , //o/y Knight , 
Gar we Hunter\ Sword Saint , Divine Knight, Sky Pirate, Templar 


Shields increase the Shield Evasion rating of your units significantly, against both physical and magickal attacks. Many of them also offer resistances against 
specific elements. When combined with Knight Swords, which also increase a unit’s Block, a character s ability to avoid strikes is augmented significantly. 
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Location 


Cost Attributes 


Escutcheon 

10% 

3% 

Shop 

400 - 

Buckler 

13% 

3% 

Shop 

700 - 

Bronze Shield 

16% 

0% 

Shop 

1,200 - 

Round Shield 

19% 

0% 

Shop 

1,600 - 

Mythril Shield 

22% 

5% 

Shop 

2,500 - 

Golden Shield 

25% 

0% 

Shop 

3,500 - 

Ice Shield 

28% 

0% 

Shop 

6,000 Absorbs: Ice, Halves: Fire, Weakness: Lightning 

Flame Shield 

31% 

0% 

Shop 

6,500 Absorbs: Fire, Halves: Ice, Weakness: Water 

Aegis Shield 

10% 


Shop 

10,000 ATK: Mag+1 

Diamond Shield 

34% 

44% 

Shop 

12,000 - 

Platinum Shield 

37% 

10% 

Shop 

16,000 - 

Crystal Shield 

40% 

15% 

Shop 

21,000 - 

Genji Shield 

43% 

0% 

Steal: Elmdore 

0 - 

Kaiser Shield 

46% 

20% 

Midlight’s Deep, “The Catacombs” 

0 Boosts: Fire, Lightning, Ice 

Venetian Shield 

50% 

25% 

Midlight’s Deep, "The Interstice” 

0 Halves: Fire, Lightning, Ice 

Reverie Shield 

50% 

25% 

Melee Mode 

0 Halves: Fire, Ice, Lightning, Water, Wind, Earth. Holy, 
Dark 

Escutcheon 

75% 

50% 

Nelveska Temple 

0 


ACCESSORIES 


Aside from their weapons and suits, units can also equip Accessories, which increase various stats while providing other status effects. All Accessories can be 
equipped by any unit whether they are male or female, the only exceptions being Perfume and Lip Rouge, which only female units can equip...sorry Cloud. 
Though most accessories don’t effect your evade rating, Cloaks are specifically designed to do just that. It is recommended that you look over the abilities that 
Accessories provide very closely and equip the ones that best help the play style of each unit. 

ARMGUARDS 




Equipped By: All units accept Reis (Dragonkin). 
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Power Gauntlet Shop 5,000 ATK:Phys+1 

Magepower Glove Shop 20,000 ATK:Mag+2 

Bracer Shop 50,000 ATK: Phys+3 

Genji Glove Rendezvous Mode 0 ATK: Phys+2 Mag+2 

Brigand’s Gloves Rendezvous Mode 0 Speed +1, Equip: Haste 

Onion Gloves Melee Mode 0 Immune: KO, Undead, Stone, Trator, Blind, Confuse, Silence, Vampire, Berserk, Toad, Poison, Slow, Stop, Charm, Sleep, 

Immobilize, Disable, Doom Onion Knight Only 
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Equipped By: All units accept Reis (Dragonkin). 
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Item Name 

Location 

Cost 

Attributes 

Battle Boots 

Shop 

1,000 

Move +1 

Spike Boots 

Shop 

1,200 

Jump +1 

Rubber Boots 

Shop 

1,500 

Immune: Immobilize, Negates: Lightning 

Winged Boots 

Shop 

2,500 

Equip: Float 

Red Shoes 

Shop 

10,000 

ATK: Mag+1, Move +1 

Germinas Boots 

Shop 

5,000 

Move +1, Jump +1 

Hermes Shoes 

Shop 

7,000 

Speed +1 

Gaius Caligae 

Melee Mode 

0 

Move +2 


RINGS 
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Item Name 

Location 

Cost 

Attributes 

Reflect Ring 

Shop 

10,000 

Equip: Reflect 

Protect Ring 

Shop 

5,000 

Immune: Sleep, Doom 

Magick Ring 

Shop 

10,000 

Immune: Silence, Berserk 

Cursed Ring 

Midlight’s Deep, “The Palings" 

0 

ATK: Phys+1, Mag+1, Speed +1, Equip: Undead, Immune: Traitor 

Angel Ring 

Shop 

20,000 

Equip: Reraise, Immune: KO, Blind 

Sage’s Ring 

Melee, Rendezvous Mode 

0 

Boosts: Fire, Ice, Lightning, Water, Wind, Earth, Holy, Dark 

Absorbs: Fire, Ice, Lightning, Water, Wind, Earth, Holy, Dark 


ARMLETS 


Equipped By: All units. 
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1 Item Name 

Location 

Cost 

Attributes 

Guardian Bracelet 

n ~Shop 

5,000 

Immune: Immobilize, Disable 

Jade Armlet 

,4 Shop 

10,000 

Immune: Stop, Stone 

Japa Mala 

Shop 

15,000 

Immune: Undead, Vampire, Toad. Poison, Boosts: Fire, Lightning, Ice, Wind, Earth. Water, Holy, Dark 

Nu Khai Armband 

Shop 

10,000 

Immunes: Charm. Confuse, Halves: Dark 

Diamond Bracelet 
Empyreal Armband 

Shop 

Melee Mode 

7,000 

0 

Immune: Slow 

Speed +1, Immune: Slow, Stop, Immobilize 



Equipped By: All units accept Reis (Dragonkin). 
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dispensable £ - Shoulder Cape 

items Y* Leather Cloak 

Mage's Cloak 
- Elven Cloak 

Vampire Cape 
Featherweave Cloak 
Invisibility Cloak 


10 

15 

18 

25 

28 

40 

35 


■v Mg. 

Location 

Cost 

Attributes 

10 

Shop 

300 

- 

15 

Shop 

800 

- 

18 

Shop 

2,000 

ATK: Mag+1 

25 

Shop 

8.000 

- 

28 

Shop 

15,000 

- 

30 

Shop 

20,000 

- 

0 

Mount Germinas 

0 

Equip: Invisible 









































PERFUMES 
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Equipped By: Female units. 
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Item Name 

Location 

Cost 

Attributes 

Chantage 

Poach: Swine 

60,000 

Equip: Reraise, Regen 

Cherche 

Poach: Behemoth King 

60,000 

Equip: Levitate. Reflect 

Septi^me 

Poach: Hydra 

60,000 

ATK: Mag+1, Equip: Haste. Invisible 

Sortilege 

Poach: Red Dragon 

60.000 

Equip: Protect, Shell 


UP ROUGE 
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Equipped By: Female units. 


Item Name Location Cost Attributes 
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Tynar Rouge 


Special Event 


500,000 Equip: Protect, Shell 


DISPENSABLE ITEMS 

THROWING WEAPONS 


» »-*jrrt fri A nftijjh jfl J f i 


~**^*****»^^ I 

m\ 

I <n 




This category is devoted to weapons that are only used with the Ninja “Throw” ability Once thrown, these weapons disappear from your inventory 
entirely. Stock up on these items if you frequently use Throw. 


Item Name 

Location 

Cost 

Attributes 

Shuriken 

Chapter 2 

50 

Attack Power: 4 

Fuma Shuriken 

Chapter 3 

300 

Attack Power: 7 

Yagyu Darkrood 

Chapter 4 N " 

1000 

Attack Power: 10 

Flameburst Bomb 

Chapter 2 . j 

250 

Attack Power: 8, Element: Fire 

Spark Bomb 

Chapter 2 

250 

Attack Power: 8, Element: Lightning 

Snowmelt Bomb 

Chapter 2 

250 

Attack Power: 8, Element: Water 


USE ITEMS 
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Used By: Any class with Items. 


These items are used with the Chemist s “Item” ability They immediately disappear from your inventory after being used. It is best to buy them in bulk 
from your local shop to ensure that you always have them readily available for use. The “Location” column shows after which chapter each of these items 
becomes available in shops. 
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Item Name 

Location 

Cost 

Attributes 

Potion 

Chapter 1 -4 

50 

Restores 30 HP 

Hi-Potion 

Chapter 1 ~4 

200 

Restores 70 HP 

X-Potion 

Chapter 3~4 

700 

Restores 150 HP 

Ether 

Chapter 2~4 

200 

Restores MP 20 

Hi-Ether 

Chapter 3~4 

600 

Restores 50 MP 

Elixir 

Poach: Greater Malboro 

0 

Both MP and HP refilled completely 

Antidote 

Chapter 1 -4 

50 

Cures Poison 

Eye Drops 

Chapter 1 ~4 

50 

Cures Blind 

Echo Herbs 

Chapter 1 ~4 

50 

Cures Mute 

Maiden’s Kiss 

Chapter 1 ~4 

50 

Cures Toad 

Gold Needle 

Chapter 1 —4 

100 

Cures Stone 

Holy Water 

Chapter 2~4 

2000 

Cures Undead and Vampire 

Remedy 

Chapter 2~4 

350 

Cures Stone, Blind, Confuse. Mute, Oil, Toad, Poison, Sleep 

Phoenix Down 

Chapter 1—4 

300 

Cures KO 
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ITEM DATA 
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